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Coping With COMPUTIST 



Welcome to COMPUTIST, a publication 
devojed to the serious user of Apple }[ ant! 
Apple ]I compatible computers. Our magazine 
contains information you are nut likely to find 
in any of the other major journals dedicated to 
the Apple market. 

New readers are advised to read this page 
carefully to avoid frustration when attempting 
to follow a softkcy or when entering Ihe 
programs printed in this issue. 

■ What Is A Softkey Anyway? Sofikcy is 
a term which we coined to describe a procedure 
diat removes, or at least circumvents, any copy- 
protection on a particular disk. Once a softkey 
procedure has been perfontied, the resulting 
disk can usually be copied by the use of Apple's 
COPYA program (on the DOS 3.3 System 
Master Disk). 

■ CommaniLs And Controls: In any article 
appearing in COMPUTIST, commands wKich 
a reader is required to pertorm are set apart by 
being in boldface and indented: 

PR#6 



The [BETuml key rnust be pressed at the end of 
every such command unless otherwise 
specified. 
Control characters are specially boxed: 

6 BP1 

Press [B. Next, place one finger on ICiRil 
and press IE- Remember to enter this 
command line by pressing Ibeturmj . 

■ RequircmcnU: COMPUTIST programs 
and .softkey .s require one of the Apple jl scries 
of computers and a disk drive with DOS 3.3. 
These and other special needs are listed at the 
begimiing of the article under "Requirements". 

■ Software Recommendations: 

1) Applesoft Program Editor such as Global 
Program Line Editor (GPLE). 

2) Sector FALinr .such as DiskGdit (from the 
Book of Softkey s vol I) or ZAP from Bag of 
Tricks. 

3) Disk Search Utility such as The 
Inspector, The CIA or The CORE Disk 
Searcher (from the Book of Softkey s vol HI). 

4) Assembler such as the S-C Assembler 
from S-C software or Merlin/ Big Mac, 

5) Bii Copy Program such as Copy ][ Plus, 
Locksmith or The Essential Data Duplicator 

6J Text Editor (that produces normal 
sequential text files) such as Apple writer II, 
Magic Window II or Screenwriter II. 

COPYA, FID and MUFFIN from the DOS 
3.3 Systenfi Master Disk are also useful. 

■ Super lOB: This powerful deprotection 
utility (COMPUTIST 32) and its various 
controllers are used in many softkey s. This 
utility is now available on each Super lOB 
Collection disk. 

■ RESET Into The Monitor: Softkeys 
occasionally require the user to stop the 
execution of a copy -protected program and 
directly enter the Apple's system monitor. 
Check the following list to see what hardware 
you will need to obtain this ability. 



Apple If Plus - Apple. He - Apple compatibles: 
1) Place an Integer BASIC ROM card in one 
of the Apple slots. 2) Use a non-maskable 
intcTTupl (NMI) card such as Replay or 
Wildcard. 

Apple II Plus - Apple compatibles: 1) Install 
an F8 ROM with a modified RESET vector on 
the computer's motherboard as detailed in the 
"Modified ROM's" aniclc (COMPUTIST 6 
or Book Of Softkieys IR) or the "Dual ROM's" 
article (COMPU TlSf 19). 

Apple Ik - Apple He: Install a modified CD 
ROM on the computer's motherboard. Cutting 
Edge Em. (Box 43234 Ren Ccn Station-HC; 
Detroit, MI 48243) sells a hardware device 
that will give you this important ability bul il 
will void an Apple //c warranty. 

■ Recommended Literature; The Apple ][ 
Reference Manual and DOS 3,3 manual are 
musts for any serious Apple user. CXher helpftil 
books include: Beneath Apple DOS. Don Worth 
and Pieter Lechner, (Quality Software: Assembly 
Language For Tfie Applesoft Programmer, Roy 
Meyers and C.W. Finiey, Addison Wesley; and 
Wimt 's Wliere In The Apple, William Luben, 
Micro Ink. 

M Keying In Applesoft Programs: BASIC 
programs are printed in COMPUTIST in a 
format that is designed to minimize errors for 
readers who key in diese programs, if you type: 

ieHOME:REMCLEAR SCREEN 
The LIST will look like: 

1« nOME : REM CLEAR SCREEN 
because Applesoft inserts spaces into a program 
listing before and after every command word 
or malliematical operator. These spaces usually 
don't pose a problem except in line numbers 
which contain REM or DATA commands. 
There are two types of spaces: those that have 
to be keyed and those that don't. Spaces that 
must be keyed in appear in COMPUTIST as 
delta characters ('' ). All other spaces are there 
for easier reading. NOTE: If you want your 
checksums (See ''Computing Checksums" 
section) to match up. you must only key in 
C* ) spaces after DATA statements. 

■ Keying In Hexdimips: Machine language 
programs are printed in COMPU'l'IST as both 
source code and hexdumps. Hexdumps are the 
shortest and easiest format to type in. You must 
first enter the monitor: 

CALL -151 

Key in the hcxdump exactly as it appears in 
the magaj^ine, ignoring the four-digit checksum 
at the end of each line (a "$" and four digits). 
A beep means you have typed something that 
the monitor didn't understand and must, 
therefore, retype that line. 

When finished, return to BASIC with: 

EM3G 

BSAVE the piograjw with the correct filename, 
address and length parameters given in the 
article. 

■ Keying In Source Code The source code 
is printed to help explain a program's operation. 
To key it in, you will need the S-C Assembler, 



Without this assembler, you will have to 
translate pieces of the source code into 
something your as.sembler wUi understand. A 
tabic of S-C Assembler directives appears in 
COMPUTIST 17. 

■ Computing Checksums Checksums are 
four-digit hexadecimal numbers which tell if 
you keyed a program exactly as it appears in 
COMPUTIST. There arc two types of 
checksums: one created by the CHECKBIN 
program (for machine language programs) and 
tiie other created by die CHECKSOFT program 
(for BASIC programs). Both appeareJ in 
COMPUTIST 1 and The Best of Hardcore 
Computing. An update to CHECKSOFT 
appeared in COMPUTIST IS. If the published 
checksums do not match those created by your 
computer, then you typed the program 
incorrectly. The line where the first checksum 
differs hiis u:i error. 

■ CHECKSOFT Instructions: 

LOAD filename 
BRUNCHECKSOFT 



Gel die checksums widi: & |RETum| .md correct 
the program where the checksums differ, 
a CHECKBIN Instructions: 

CALL -151 

BLOAD program filename 

Install CHECKBIN at an out of the way place 

BRUN CHECKBLN,A$6W»» 

Gel the checksums by typing the starting 
address, a period and ending address of the file 
followed by a El CM™") , 

xxx.xxxEE 
Correct the lines at which the checksums differ. 



You have a LEGAL MGHT 
to an unlocked backup copy 

Our fiditorlal policy is thBi we do NOT condone 
software piracy, but we do tteiievfi that users ar« entitiod 
tg bachup commercial diska they hove purchased. In 
Edition ti> the security of a backup disk, The removal 
of copy-protection giv&S Ihe user the option of 
modifying programs to meet his or her ni>eds^ 

Furthflrmore, ihe copyright laws guarantee your 
right to such a DEP^OTECTED backup copy: 

,„"![ Is not an infringement for ihc owrver of a copy of a 
tt^iE^uler pfogiaiii tt> make or authorize ihc making of another 
uupy ur i^piaibfi of ihai computer program piwidcd: 

\ ) thjL MKiti u new uupy ur diiu|jtaLun i2i treated fi£ m tS5?rttta! 
step in rhe ntijizgiinn iif the aimpuier prugrani \n tuiijuiittjO]! widi 
a machine atvd ihar it is used in na oiher miinner, ur 

2) that sttch ittw copy of adapiauoti is for archival pirposes 
only and tlial all archival copies art destroyed in iKf event that 
ccnunued poiscfiskin of [he con^tcf prograim shonld cease to 
bc.n^tfuL 

Any exact copies prepared in acoordaiKc with tfie provisions 
of thti^ Msc-liun may be iea^a]. ^U, or oliieTwise traRsfencd. along 
with the cfipy frnm which isuch LLipiE^ wen: pcepaii^, otkliy a& part 
of tI3£ lease, sak, nr nther iransfcr nfall righb; in Jic pru^ruiii. 
Adaptations so prepared may be transferred nnEy Viiith tlje 
authorization of ihe copyright owner," 
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^2 Advanced Microsystems Technology Programs 

by Jim S. Han 

f3 Word Attack revisited 

by Jim S. Hart 

24 Star Blazer 

by Rich Etarip 

26 Science Toolkit 

by Stephen Lau 



f4 The Shift Key and the Lowercase Option for the ][ Plus 

Two features missing from Ihe Apple U pkis (whidi are present on the //e and //c) are a 
real shift key and the ability to display lowercase text. This article shows how you ean 
overeoinc these sliortcomings. by Gary Kowahki 

22 Amazing Computer Facts 

This article presents some little known anil very interesting infomiation about your computer. 
by Rich Elarip 



/6 Multiscribe: a review 

Everything you've always wanted to know about this word processing program. 
by Bnae Mu^vr 



tS Shape Magic 
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If you are an Applesoft prograniirier who is tired of coding shape tables by hand, this handy 
utility program is for you. by Burton Lo 
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7 Readers' Softkey § Copy Exchange 

Softkey.'! for: Broderbund"s The Color Enhanced Prinl Shop by Jmon RosenwciM. 
Baudville's Video Vegas by Lyie Marmtftif, Advanced Logic Sy.'Siems" The Handlers 
by Jason Lee, Richard D, Irwin's K.C. Deals On Wheels byjirfi S. Hail, Accolade's I^w 
of the Wesl hy The Guildmasier. Gentry's Break the Bank Blackjack by Jim S. Han, 
DCH Educational 's Foundation course in Spanish by Jim S. Hart, Origin's OGRE 
by Churle.x Taylor, MECC's Puzzles and Posters by Paul Giguere 
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FEease address tetters to: 

COMPUTIST 
Editorial Department 

PO Box 110846-K 
Tacoma, WA 98411 



Include your name, address and 
phone number. 

Correspondence appearing in the 
INPUT section may be edited for 
clarity and space requirements. In 
addition, because of the great 
number of letters that we receive and 
the small size of our staff, a response 
to each letter Is not guaranteed. 

Opinions expressed are not 
necessarily those of COMPUTIST or 
SoftKey Publishing. 



Spellworks vl.6 



Recently, I was reading your magazine to 
find out how to deprotect Spellworks. 
UnfortunuLtiiy, the directions were for version 
1.5, and 1 have version 1 .6. However, the only 
difference between the two versiojis is where 
tlie protection code starts. The following 
directions .should he used if you have version 
1.0. 

UNLOCK SPELL.SYSTEM 

BLOAD 

SPELr..SYSTEM,TSYS,A$2fl90 

CALL 151 

2(t97.2B99 

Ai this point, if you have version 1 .6 you will 
have the values 20 00 BF 

2»97: 4C FA 2» 



BSAVE 

SPELL.SVSTEM,TSYS,A$2fl8B 
LOCK SPELL.SYSTEM 
DELETE TMP 
DELETE CP 

And for the mailmergc side; 

UNLOCK MERCE.SYSTEM 
BLOAD MERGK.SYSTEM 



CALL -ISl 
204E.205H 

At this point, if you have version 1.6 ypu will 
have the values 20 00 BF. 

2e4E: 4C 7E 28 

BSAVE 

MERGE.SYSTEM,TSYS,A$2(t(lfl 
LOCK MERCE.SYSTEM 
DELETE MRGMSG 

Ail of this should be done on a copy which 
can be made using the FILER prugram on the 
/USERS. DISK. After these instructions are 
done, the program can be moved to any disk 
including hard drives. This brings up a point, 
after moving the SPEiLl ..SYSTEM and LEX 
files to my hard drive is diere any way to change 
die default location of the 963LEX files diat I 
don't have to change every time I use the 
program? 

George B. Murray III 
Rolling Meadows, IL 



Great American Labyrinth 

lam the owner of two disks from Activision 
that, until 1 received COMPUTIST No. 39, 
defied ail attempts to copy. Thanks to your 
magazine, they are now both fully deprotected 
and safe from my children. 

Tlie first disk was Great American Cross 
Country Road Race, and the second was 
Labyrinth. COPY A was able to copy both 
without any errors. That Indicated that a nihWe 
count was being used. I had been unable to find 
it. Larry Rando's softkcy in COMPUTIST No. 
39 for Great American Cross CoujitiT Road 
Race inspired me ki see if Activision was using 
the same routine for Labyrinth. Like most 
publishers, Activision will use the same 
prcitectjoii fur several disks. I was in luck, and 
SO were other owners of Labyrinth. 

Tiie first part of the disk read routine on 
Labyrinth was found at tracJc 22, sector 3. byte 
C2 (it begins A9 56 85.) It is slightly different 
dian Mr. Rando's disk, in dial the first two bytes 
of die second routine were: found in tlie last two 
bytes of the first sector, rather than the first two 
bytes of the following sector. Covering die code 
from C2 to FF with EA's did nothing but make 
the disk grind. Searching the next sector (sector 
4) did not reveal the rest of the missing code 
(25 FC). A quick search with my Copy ][ Plus 
revealed that the code was to he found on the 
previous sector (sector 2). Changing these to 
the required AV FF resulted in a completely 



deprotected disk. 

1) Copy the disk with atiy copier (even 
COPYA) 

2) Using a sector editor, read Track 22, Sector 
3. Write EA's from byte C2 (which is currendy 
an A9) through die end of the sector. Write the 
changes back to your copy. 

3) Now read Track 22, Sector 2, and change 
the first two bytes from 25 FC to A9 FF. Write 
it back, 

4) Have fun, 

John R. Nicholson 
Prairie Village, KS 



Some Thoughts on 
a New Machine 

Soon the average family will consist of 2.3 
computers. Don't get rid of those machines with 
modified ROMs yetl The new Apple GS 
commits hacker's blasphemy by wiping out 
mcmoiy on open-apple-reset. Not just hole 
blasting like tlie //e but filling pages $08-$BF 
in bank $00 with zeros. However, RAM disk 
memory is usually kepi intael. 

For those of you who only come above 
ground to get your COMPUTIST out of the 
mailbox, let me say that the new GS is a 65S 1 6 
machine. RAM h 256K (breadcrumb), 
expandable to 8 MEG. ROM is 128K, 
expandable to 1 MEG!! The Apple GS memory 
card ha.i! a nice price but litde efije to offer. Both 
Uie Applied Engineering GS RAM card and the 
AST card have more expandability including 
sockets foi user ROM expansion (standard on 
the AST). 

The GS offers instant access to a desktop 
accessory menu at almost any time by means 
of an Open-Apple-ESC. The tJesktop menu can 
take you to a battery backed control panel or, 
in the future, to other accessories which can be 
loaded into RAM or ROM! Perhaps some 
enterprising programmer will write a set of 
cracking utilities that can be used as a desktop 
accessory. Or at the very least, a way to enter 
the monitor from the desktop menu. 

II is possible to disable the interrupts that the 
GS needs to enter the desktop nienu. We need 
to speak out early against this by refusing to 
buy ANY software that disables die desktop 
menu. This kind of protection maims the 
potential of the US. 

Activision 's Paintwork s Plus is being called 
Paintworks Minus in some circles because of 
the shortcomings imposed by die protection 
scheme. It trashes any memory over the 51 2K 



k 



COMPUTIST No. 46 




it uses, precluding the use of a RAM disk to 
speed up its animation routines. BBS users are 
reponing that attempts to copy the disk can 
initiate a slow self de struct mechanism in the 
program. Only one disk is supplied. 

I am not aware of any bit copiers that will 
work with the 3.5 drive. I hope COMPUTIST 
will run an occasional GS related article. 

David Todd 
Cambridge, MD 



Fight Night 

In COMPUTIST No. 40, you reviewed Fight 
Night, Fight Night has a feature called boxing 
construction, which saves the boxers on the 
original disk. Since this is a dangerous move 
I tried to make a bit copy with EDO HI. Without 
any success it was time for a crack. Here are 
the cookbook instructions: 

1) Copy the original disk with Locksmith Fast 
coipy or COPY A. Ignore errors on track $22 

2) Use your favorite sector editor to perform 
the following changes; 

TRACK SECTOR BVTE FROM TO 
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More Silent Service 



In addition to my softkey for Silent Service 
published in COMPUTIST No. 39, 1 would like 
to offer the following alternatives for cracking 
the program in case my method, or Jim Hart's 
method, won't work. 



1) Read in track $03, sector $09, and edit byte 
C9 to CD. Read in track $05, sector $07, and 
edit byte 05 to 60 EA EA. 

2) Read in track $04, sector $09, and edit byte 
B8 to DB. Read in track $fl5, sector $09, and 
edit byte B8 to DB. 

Please note that method 2 is similar to Jim 
Hart's softkey, but it has an additional edit. 

p.s. If anyone out there is into 
telecommunications, then give the Electronic 
Odyssey a call evenings (6pm-6am) and 
weekends (24 hours) at (303) 474-5795, It's 
based in Farmington, MI, and runs on a 20 meg 
hard drive, 

Greg Poulos 
Novi, MI 



Operation Frog 

I started looking at this disk with the sector 
editor in Copy 1[ Plus. By using the custom 
DOS option 1 saw the DATA epilogue had been 
altered. With Super 108 and a modified fast 
controller 1 transferred the files over to a normal 
DOS. At this point I put in brake points into 
the code to find what was being loaded where. 
Some code was loaded at $BB00 which 
normally is a nybble buffer, then relocated ai 
$200. This code did the disk verification with 
two exit points. One exit was for an acceptable 
disk and continues the program loading, the 
other was for errors. By changing the jump 
instruction to exit at the acceptable disk exit. 
The controller will do everything needed to 
make a COPYAable copy. One more thing: 
Diversi-DOS and ProntoDOS didn't work but 
a little known fast DOS (DOS 3.4) did work 
to help speed the loading. 

1000 REM FROG 

1010 TK = ;LT = 30 :ST=15 :LS = 15 :CO = WR 

;FAST = 1 
1020 GOSUB 170 ; GOSUB490 : GOSUB 619 
1025 GOSUB 310 
1030 GOSUB 230 ; GOSUB 490 ; GOSUB 610 : IF 

PEEK (TRK ) = LT THEN 1050 
1035 RESTORE 
1040 TK = PEEK (TRK ) : ST = PEEK (SCT ) : GOTO 

1020 
1050 HOME : PRINT "COPY' DONE" : END 
2000 DATA 255 .255 ,255 ,255 
2010 DATA r CHANGES ,0 ,5 .150 .239 

SOL07 
Fairfield. CT 



Lucky's Magic Hat 



Here is a little softkey for Lucky's Magic Hat 
from Advanced ideas, 

1) Boot a normal DOS 3.3 disk. 

2) Defeat DOS's error checking and return to 
basic with the following commands: 

CALL -151 

B942:18 

3DeG 

3) Run COPYA and copy both sides of the 
protected disk. 

RUN COPYA 

4) Use a sector editor (I use Copy ][ Plus) and 
search the disk tor the following bytes. 

C6 2A Dfl 

5) I found them on track 09, sector 00. Change 
them to: 

6C 3A ee 

6) 'Write the sector back out to tlie COPYA disk 
and tliaf s all diere is to iti Side one is the only 
one protected. 

Notes: 1 found after disassembling the code 
diat the 4C 86 02 just after the code C6 2A M 
was the branch if not equal to (BNE) and sent 
the program into an endless loop. The code 
immediately after the BNE was the jump to the 
main program and just changing the BNE to the 
IMP was all that was needed to deprotect 
Lucky's Magic Hal. 

The Pretzel 
Bloomington, IL 



Conan APT's 



Here are two APT's for Conan. When you 
get to level si^, go down the first ladder and 
go as far to the right as possible, then turn to 
the left. This allows you to kill die eyes without 
getting killed. If you have fewer than 11 axes 
when you tlnish this level, stand on the spot 
where the axes appear and wail until you have 
10 axes. Then throw an axe and catch it until 
you get ! 1 . It helps out once you gel to level 7! 



Steven Nygard 
Alberta, Canada 
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About Centipede 



Even though it was not a runaway best seller. 
Centipede by Atari is a great favorite with 
children. The program can be nibble copied 
easily; but manj' people have one disk drive, 
and swapping disks repeatedly i^ a P-A-l-N. 
Because Centipede is a single load program, it 
can be easily copied with Wildcard II or using 
the methods explained in Dave Templin's; 
extremely good article "Breaking In" in 
COMPUTIST No. 37. I chose, however, to 
take what was for me die easy way out. 

Centipede uses changed address and data 
trailers: AA DE AB for both. Using the 
"Controller Writer" from COMPUTIST No. 
16, ! used Super lOB 1 .5 to normalize the disk. 

Also, Atari uses a slightly altered DOS, A 
routine on track $00, sector S00 checks for the 
altered marks and reftises to boot if it does not 
find them. Elsewhere ccnain disk commands 
are changed, BRUN, for example, is changed 
to BN. Not 10 worry. We do not want Atari's 
DOS anyway. Promo DOS loads the game in 
about seven seconds as opposed to .Atari's 
nineteen. The Hello program that BRUNs 
Centipede will, however, have to be changed. 

Here, in cookbook fashion, is the method I 

t) Initialize a blank disk (preferably with a fast 
DOS) and delete the Hello program. 

INIT HELLO 
DELETE HELLO 

2) Install the Centipede coniroller into Super 
lOB l..'i and let it work. 

3) When .Super lOB 1.5 has finished, load 
Centipede's Hello program and LIST it to make 
sure you have ii (it's only a one line program). 
Type in the corrected line given below and 
SAVE it. 

LOAD HELLO 

LIST 

IB HOME: CLEAR: PRINT CHR$ 

(4); "BRUN CENTIPEDE" 

SAVE HELLO 

Thai's all there Is to it! Adults like the game. 



too. 



controller 



1000 REM CENTIPEDE CONTR0L.LER 
1010TK = 17; LT = 24: CD = WR: MB = 151 
1020 ST = 0: T1 = TK: GOSUB49S: RESTORE 
GOSUBI90: GOSUB210: GOSUB 170 



1030 GOSUB 430 : GOSUB 100 : ST = ST+1 : I F ST < 

16 THEN 1030 
10A0 I FBF THEN 1060 

1050 ST -0: TK = TK+1: IF TK<LT THEN 1030 
1060 eoSUe 230: TK=TI : ST=0, GOSUB 490 
1070 GOSUB 430: G0SU6 100: ST = STtl: IFST< 

16 THEN 1070 
10B0ST = 0: TK-TKtl; IF BF = ANDTK < LT 

THEN 1070 
1090 IFTK<LTTHEN1020 
1100 HOME: Ai= "ALL DONE": GOSUB 450: END 
5000 DATA 213, 170, 150, 213, 170, 173, 170, 

222, 170, 222 

Robert J, Winterberg. Jr 
West MUford. NJ 



Ghostbusters, Sea Dragon APT 

Here is a cheat for Ghostbusters to give you 
any amount of money you want to .^tart out with 
in the beginning of the game (this procedure 
assumes you have the dcprotcctcd version of 
Ghostbu.^ters): 

1) After the game asks you to enter your name, 
press [RESET], You should now be in the 
monitor. 

2) Edit locations $7&4C and S705 1 to equal the 
amount of money you want (the amount can't 
exceed 5999,999). This is done by first splitting 
your figure into three sections. 

For example, let's take S500,000. It should 
be split like this: 50:00:00, The first pan (50) 
should be stored at S704C hy typing in the 
address at the monitor's prompt, a colon, and 
then the numtjcr: 7(M-C;50. 

I'hc second part (00) should be stored at 
$7051 using the same method: 7051:00. 

Nothing is done wjtti the third part. It will 
always be whatever the second part is because 
of the way the game is programmed. 

3) Now type: 8CEG. 

You should again he presented with Uie 
introduction and the prompt to enter your name. 
When asked if you have an account answer 
"NO" and it will go on to tell you dial ihe bank 
will forward you $10,000. Don't mind this as 
you will .still have whatever you changed ii to 
once the game starts. 

Along widi FhiUip Lai's APT for Sea Dragon 
(COMPUTIST No. 38) where he stated that 
pressing EJ] will give you 9999 air units 
instea d of 6000, that's only for joy.^itick play. 
IQM wil l give 9999 units for keyboard play , 
and i SiPl will give you 9999 air units for 
joyport play . 

That's all for now! Until Bext time... 

Sam Ismail 



To End Ultima IV 



First, you must be a complete avatar, have 
the bell. book, candle, skull, 3-part key, and 
all S members of your party. Now, boot up 
Ultima IV. (J)oumey onward and insert the 
Britannia disk. Once the game is loaded, and 
everything is like it is when you play, hit 
CTRL-RESET. 

Insert your Underworld disk into the drive 
and type "BLOAD END,AS8800". You will 
then cra.sh into die monitor. Type "C050" 
<RETURN> and dicn "C057". Then finally 
type S88fl0G. The disk will load some stuff and 
you will be at the ending of Ultima lYt Now 
all that needs to be done is answer the (Questions. 
Just answer the 13 questions correctly and you 
win! Watch your typing, for if you make one 
mistake, you get kicked nut of the Abyss. 

Thai's all. Just read the text and you will win 
Ultima rv. Not so hard, eh? 



Greg Poulos 
Novi. MI 



PMH Pegasus 



I recently purchased PMH Pegasus, a 
Lucasfilni Guiue from Elee Ironic Arts, $29.95, 
and after many happy hout.^ of playing this 
fantastic hydrofoil simulauon I decided to liy 
to back it up. The first thing I did was review 
my back i.ssues of COMPUTIST, and in 
COMPUTIST No. 24 page 10, 1 found the 
answer. After reading Steve and Rod .Smith's 
atticle on Electronic Arts software, I tried their 
softkey for Adventure Construction Set and it 
worked :: 

Copy botti sides of the game with any good 
disk copy program (I used Disk Muncher) and 
dien make die following sector edits on the front 
side only. 

Track SOI, Sector SOE, b/tes S47-$4A: 

from: 20F8A0D0to; 18 60 80 70 
Track $07. Sector $0F: byte$52 f roni$D7 toS74 
byte $55 from SF3 to $04 
Thai's all there is to it! See, it does pay to 
have diose back issues handy. Keep up the good 
work. Oop.*;, radar indicates an incoming 
missile, deploy the chaff rockets and prepare 
to fire, 

Kenneth W. Anderson 
Piano, TX 
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Jason RosenwaWs soflkey for... 



The Color Enhanced 
Print Shop 



Broderbund Software Inc. 

1 7 Paul Dnve 

Swi Rafael, CA 94903 

$49.95 

Requirements: 

64K Apple il 

COPYA 

A sector editor 

A disk searcher 

The New Color Enhanced Version or the 
Print Shop is uii exeilent program. It can be used 
to make signs, greeting cards, and banners. It 
has many new enhancements that the old Print 
Shop did not have like tJie ability to save the 
whole picture to disk, previewing the picture 
before printing, and of course, with an 
Imagewriter H color printer or compatible, the 
ability to print in seven diffcrem colors. One 
setback is that the new version does not allow 
you make one backup copy liKc ttic old one did. 
You inu^t send in the order form and wait a 
couple of weeks. But of course, after finishing 
Ihis procedure you will no longer need the order 
form. 



I started out by copying the disk with 
Locksrmlh fast copy to see where the protected 
tracks live. Just like the old Print Shop, track 
$22 was tlie only one. I then booted the disk 
and found it loaded the title page and checked 
for a nibble count and then just hung there. I 
used Track Finder from COMPUTIST No. 37 
and discovered it checked for some bytes on 
track $22. 1 bit copied 522 but still had no luck. 

After boot code tracing the prograin I found 
the start of the nibble count at $B619. It tills 
page SBBTO with SHhs, reada the disk for four 
markers ($D4,SD5,SDE,$I>4) and reads a pair 
of 4 +4 encoded bytes. It then reads two more 
markers (Sr5,$AA) at SB6B5. 

1 then looked for byte sequence $Afl (M) A9 
FF, a,DY #$0CI,LDA #SFE) and put an RTS 
($60) at $B619. I booted rip the disk and it 
skipped the nibble count routine and worked 
perfectly. Another win in the deprotection wars. 

The Cookbonk Method 

1) Copy the original disk with COPYA or 
another whole disk copy program. 

2) Get out your disk searcher and scan for the 
bytes $Aa 00 A9 ¥V. and change the first byte 
($A0) to a ($60). Mine was on track Ml . sector 
$8F, byte S19. 

3) Enjoy your freshly cracked Print Shop, 



Lyle Marentette's softkey for... 



± 




Video Vegas 



Baudville 

mi Medical Park Dr. S.E. 

Grand Rapids. Ml 49506 

(6!6)957-3§36 

$29.95 

Requirements: 

COPYA 

A sector editor 

Video Vegas is one of Baudville's new 
Hacker Jack series of programs, ft is designed 
so that you can "get into" the programs (written 
in BASIC) and learn advanced programing 
techniques, "if you are a serious hacker, you 
can even customize the program by changing 
the graphics or program code' ' , Baudville .says. 
It's a great program, with fantastic graphics. 

You can "stroll" through the ca.^ino, and 
play Lucky 7 (the slot machine), poker, keno, 
and, ofcour.se, blackjack (1 to 4 decks). Whde 
playing blackjack, you can hit the ? key and get 
a running card count, (a great way to learn bow 
to count cards, and heat the casino). 

The protection is almost the same as Take 
1 , It deals with three conditional branches, (see 
the Take 1 softkeys in COMPIITI.ST Nos. 25 
and 33). To make an unprotected copy of Video 
Vegas follow these steps: 

1) Make a copy of the original Video Vegas 
with COPYA or any copier. 

2) Use your favorite sector editor, and make 
the following changes to the copy: 



Track 0, sector S6; 




eyteS 


From: 


To; '■ 


$11 


SD0 


SEA 


$12 


$F7 


(EA 


$2E 


m 


$EA 


>2f 


ID5 


$EA 


Track 0, sector 


SF: 




Byte# 


Frtm; 


To: 


S08 


$00 


SEA 


m 


%n 


JEA 


}) Enjoy! 
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Jason Lee's softkey for. 



The Handlers 



Word Handler v4.4 
List Handler v'1.4 
Spell Handler v3.e 

Advanced Logic Systems 

1195 Easl Argues Avenue 

Sunnyvale, CA 940S6 

Requirements: 

Apple II computer 
COPYA or equivalent 
A sector editor 
Three double- sided disks 

The Handler set is one ot the fevorites in 
word procesMrs in our school system. If is even 
used by the disabled learning students in the 
community. Thus, it was very important that 
the Dept. of Education maiiitaiii backups in any 
case of dist failure. 

Before everyone get.s all exited let me 
forewarn yon llmt previous versions of The 
Handlers by SVS cannot be copied using the 
following method. A couple years ago, 
ownership switched from Silicon Valley 
Systems to Advanced Logic Systems. Neither 
versions are easy to duplicate with a bit copier. 

First attempts at copying were plain 
duplication with all sorts of bit copiers and 
sector copiers. Some of them worked, but they 
were extrennemly tedious. So, disregarding [he 
message about copy protection in the manual, 
I was left with one alternative: crack them. 

Sp«U Handler v3,d dues not seem to be 
protected at all and will copy with any COPYA 
equivalent. 

For Word Handler, by simply following the 
execution (it isn't all that hard since the disk 
is readable by normal DOS) 1 came to the tlrst 
bit of code from the tile WH: 



46FO- 


JSR 55500 


4700- 


BVC S473B 


4702- 


INC S03F4 


4705- 


INC S0427 


4708- 


JMP S4705 



Weil, any novice ut machine language can 
figure out that if the branch isn't taken, the reset 
vector is altered and the program jumps into 
an endless loop. During your first try at backing 
this up you may have noticed a character in the 
upper light hand corner of the text screen 
alternating quickly. The only way out of it is 
RESF.T, which will cold start Ihe system. So, 
I felt it necessary to branch regardless of the 
overflow flag. 




1) Copy both sides of Word Handler onto your 
double sided disk using sometiiing like COPYA 
or Lockstnith 6.0 Fast Disk Backup. 

2) The following patch wilt change the BVC 
(branch on overflow clear- $50) to BVS (branch 
on overflow set- $70). It can be done usmg 
either of two methods; 

a- do the first sector edit on the 66 and 40- 
column side and the second sector edit on the 
80-co!umn format side of your duplicate- 
Side Trk Sec Byte From To 

66/40 tI7 E S0A 50 70 
80CO1 $17 E W 50 70 

b- or boot up the 66 and 40-column side and 
pres.s 4 to quit. Load the file WH and make the 
patch and then re-save it. Also do the same for 
the 80-column side. 

BLOAD WH 

CALL -151 

4793: 7» 

BSAVE WH,A$46FD,L$7»C 

(flip disk) 

BLOAJD WH 

47M: 78 

BSAVE WH,A$46FD,L$7«C 



Ff>r List Handler, tlie protection is very 
similar to that of Word Handler. The 
UTILITIES side is not protected so copy that 
onto the back side of a disk. For the front side 
you may have noticed the same text screen 



garbage if you simply tried to COPYA it. Just 
looking at the machine language code of the 
only fiuh.5tantial program on the disk I came to 
this: 



3000- 


INC 


J03F4 


3003.. 


LDX 


#JFF 


3005- 


TXS 




3006- 


JSR 


S3 100 


3009- 


BVC 


13011 


300B- 


INC 


$0427 


300E- 


JHP 


$3008 


3011- 


JMP 


$3800 



Again, here is the same loop at $3MB. The way 
to counter that is to change the BVC (op code 
S50) to a BVS (op code J70). 

1) Copy both sides of List Handler using any 
disk copier. 

2) Exit into DOS and load the program MAIN3 
on the first side. 

BLOAD MAIN3 



3) Go into the monitor and make the necessary 
changes. Theti resave to program back onto the 
disk. 

CALL -151 

BSAVE MAIN3,A$3»ee,L$5Defl 

That's about all. Everything seems to wctt 
fine. 



-i 
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Jim S. Hart's softkey far,. 



K. C. ^s Deals 
On Wheels vl.0 



K.C. 's Deals on Wheels- 
A Compiiterizeii Accounting Simulation 

Richard D. Irwin, Inc. 
Homewood, IL 

Requirements: 

K.C.'s Deals on Wheels original disk 

COPYA or similar 

A sector editor with search capability 

K-C's Deals on Wheels is an accounting 
simulation used to help students learn a littie 
of what it is like to own your own business. You 
must keep track of financial statements, 
accounts receivable & payable, and several 
otlier items. The program is an excellent one. 
It comes with a book that contains exercises for 
students to follow. The only bad thing is that 
when and if the disk crashes, you must go back 
to the book store and buy another book & disk 
for around $25. I have seen seveiaJ crashes and 
in each case the student dropped the course 
because he/she did not want to shell out another 
$25. It's sad when things like this happen 
because you can't make a backup of your disk. 

The three bit copiers tliat 1 iiave access to, 
Copy n Pluii, Locksmith 6.0, and EDO 3. could 
nut i;opy the dish. EDD 3 came the closest but 
the copy still wouldn't work. On a hunch I tried 



to copy the disk with COPYA and it copied with 
no problems: Things couldn't be diis easy, and 
when the copy was booted, the message 
'ILLEGAL COPY' came up with a compliment 
of beeps to go along with it. Ah hah! A nibble 
count is probably being executed somewhere 
and not being satisfied. 

Apple PASCAL, which is the disk's tbrmat, 
accesses the disk drive using direct addressing, 
i.e. to tarn on the drive you would look for the 
byte sequence E9 C0 instead of SQ C0. I found 
some interesting code on track $0F, sector $09 
and track $10, sector $06, The way I disable 
nibble counts is to modify the code so that no 
matter what happens, a 'correct' result will 
occur. I usually do not juAiip tjverthe eotle since 
my way is more ironic. Playing around with 
the nibble count code here proved to be 
frustrating so jumping over the code became 
a neccessity. The bytes 2C E9 C0 turn on the 
drive. The bytes 2C E8 C0 mrn off the drive. 
What 1 did was to replace the 2C L9 C0 with 
a cleai' carry (18) and then a branch on carry 
clear (9ffl 5 A) so diat it would jump to some 
utility code right before the code that mmed off 
the drive (2C E8 C0), I did this to both nibble 
counts and voiia', the copy works! All you have 
to do is to search for tlie byte sequence 20 E9 
CM on the copied disk and change it to 18 90 
5A, On tlie instnictor's disk there Is a similar 
check but it only occurs once on the disk at truck 
S0F, sector S02. If you want to see what a 
nibble count looks like, disassemble the code 
after the changes you made. This might help 
in finding othei nibble counts down the road. 
Enjoy your back'up and the peace of mind ihai 
goes with it. 




Step By Step 

1) Copy the original with any whole disk copier 
such as COPYA. 

2) Make the following sector edits to the copy: 
Trh Sector Bytes From To 



S0F 


S09 


S54-65 


2C E9 C0 


18 90 5A 


$10 


SEIg 


$3B-3A 


ZC E9 C0 


18 90 W 



3) If you have the instructor's disk, follow step 
# I and then make this sector edit to the copy: 



Tfk Sector Bytes From 


To 


S0F $02 $16-18 2C E9 CB 


18 90 5A 




% 


The GuMmaster's softkey for... 



Law of the West 



Accolade 

2m6i Stevens Creek Blvd. 

Cupertino. CA 95014 

Requirements: 

COPYA 

A .sector editor 

Law of die West disk 

After examining my newest disk, Law of the 
West, 1 discovered it was written in standard 
DOS 3.3 (T6-scctor) format. 1 naturally tried 
to back it up with a simple copy program like 
COPYA. However, this method failed, so after 
an hour or so of disk searching, I developed 
the following softkey: 

1) Copy the disk widi COPYA. 

2) Perform the following sector edits to disable 
the copy protection: 

Track Sector Byte To 



B 



$22 



S18 

$60 



3) Write the changes back to the disk. 

4) Enjoy your deprotceted disk. 

Note: Because of a highly modified, if not 
completely re-written DOS, Law of the West 
is quite difficult to effectively modify. 
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Jim S. Hart's softkey for.. 



Break the Bank 
Blackjack 



Gentry Software 

9411 Wifini'lkii Avenue 

Ckatswonh, CA 9ISJ1 

$29.95 

What's needed: 

Break the Bank Blackjack original tj^ . : 

A blank disk 

Super [OR w/Swap controller 

A v/aj into ihe monitor or the ability to open 

the disk drive door 

A fast DOS (optional) 

Break the Bank Blackjack (henceforth known 
as BBB) is a blackjack simulation put out by 
the folks at Gentry Software. I cannot really call 
it a game since tlie primary objective of it is 
to teach the user how co 'cotint cards". For the 
uninitiated among us, this method of play allows 
one to have a better winning percentage against 
the house which translateK tn more money. Like 
most other programs however, it is protected 
but has that stopped us CQMPUTIST loyalists 
before? NO. That is what this magazine is for: 
to give you piece of mind with your original 
user-FlENDS.Y (to borrow a phrase) software. 
Follow the steps below to ctsnven it to tiser- 
FRIENDLY software. 

1) Initialize the blank disk, preferably with a 
fast DOS, and delete the hello program: 

INIT HELLO 
DELETE HELLO 

2) Now it is time to capttire the BBB'k RWTS. 
There are several ways to do this outlined in 
prior CQMPUTIST articles. I have three 
favorites: boot tracing, RF,SET into the 
monitor, ajid wliat I call 'open the disk drive 
door when the Applesoft prompt appears'. 
Instead of gening complicated with all diat boot 
tracing hluff. let's do it the easy way. Boot your 
original BBS disk and when the Applesoft 
prompt appears, open die drive door. After a 
few seconds of rattling the computer will heep 
and give you an I/O error (those of you with 
a way into the monitor at will should RESET 
Inio it when the title screen comes up). 

3) Now we have to move the RWTS to a safe 
place so dial a subsequent boot will not wipe 
it out: 

CALL -151 
l9e»<B8H».BFfTM 



4) Insert your Super lOB disk into die drive and 
boot it: 

C6MG 

5) Save the RWTS to disk: 

BSAVE RWTS.BBB,A$19(»,L$8»fl 

6) What we have to do now is load up Super 
lOB and install the SWAP controller into it. 
This can be done by LOADing two sepaiate 
flies or using a textfile to merge them or any 
one of a number of other way.s. After you have 
loaded them, modify line 1S10 so the variable 
TK is equal to three (i.e. TK=3) and copy the 
rest of the line. Now add this line to load in 
the RWTS: 

leeie prwt chr$( 4); "bload 

RWTS.BBB,A$19ee' 

7) Copy the disk: 
RUN 

8) When Super lOB is finished, you will be the 
proud owner of an unprotected di.sk. Put the 
original away in a safe place and use the backup 
with confidence! 



Jim S. Hart's softkey for.. 



Foundation Course 

In Spanish, 6th 

Edition 



DCH Educational Software 
D.C. Heath &. Company 

Requirements: 

4 Foundation Course In Spanish original 
double-sided disks 

8 blank disk sides (4 tiotched blank disks) 
Super lOB 1.5 

The Foundation Course in Spanish series is 
designed to help smdents team to use the 
Spanish language interactively with the 
computer. It is a well designed set but ala.s, the 
disks are not COPYAable This is a no-no in 
a classroom environment so it is time to get rid 
of the protection. Inspection of the disks with 
a nibble editor shows altered epilogs and 
checksums. {For an explanation of what epilogs 
and checksums are, [ refer you to other 
COMPUTIST articles and the book aeneaih 
Appk DOS hy Worth & I^echner.) [t is a simple 
matter to convert these types of disks to normal 



using a slightly modified Fast controller & 
Super lOB. In the controller listed below, the 
POKE in line 1020 disables error checking for 
the reading of tiie protected disk and the one 
in line 1030 enables error checking for writing 
to the copy. To convert the originals to 
unprotected (COPYAable) format, install the 
controller below into Super lOB vl .5 and use 
it on eaelrone of die eight sides. When you are 
done you will be able to let the students use the 
copies whUe the originals can be safely hidden 
away from prying fingers. Enjoy! 

Step By Step 

1) Install die controller below into Super lOB 
vl.5 and RUN it. 

2) Copy each of the eight sides onto the blank 
sides, using the Format option to format die 
blank if necessary. 

3) Below is a list of the sector edits made by 
the controller for your viewing pi ea.su re. That's 
it! 



Track 


Sector Byte 


From 


To 


100 

$00 

$91 


S0E $EB 

S0E $F5 
$eE $CE 


SAA 

SDE 
SAA 


$0E 
$M 
IDE 




controller 





1 000 REM FOUNDAT I ON COURSE I N SPAN I SH 
1010 TK = :LT = 35 :ST = 15 :LS=I5 00 = ^ 
:FAST = I 

im POKE 47426 , 24 : GOSUB 490 : GOSUB 610 

1025 Tl =. TK .TK = PEEK (TRK ) - 1 ; RESTORE ;. , 
GOSUB 310 :TK = Tl 

1030 POKE 47426 , 56 : GOSUB 490 : GOSUB 610 : 

I F PEEK (TRK ) = LT THEN 1050 
1040 TK = PEEK (TRK ) :ST = PEEK (SCT ) : GOTO 

1020 

1050 HOME : PRINT "COPyDONE," : END' 
5000 DATA 3' OiANGES 
501DDATA0 ,14 ,235 ,222 
5020DATA0 ,14 ,245 ,1/0 
5030 DATA 1 ,H ,206 ,222 



controller checksums 

1000 - S3SGe 1050 - $£635 

1010 - S2544 BS60 - $B63£ 

1020 - SB5FB 5010 - IS19E 

1025 - SBE24 5020 - SF79E 

1030 - SC238 5030 - J6DBA 

1040 - leiCA 
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Ckarles Taylor's softkey for. 




Origin Systenu 

340 Harvey Road 

Manchester, NH 03103 

Requirements: 

64K Apple n 
A blank disk 
Super lOB 1 ,5 

OGRE is published by Origin Systems, 
distributed by Electronic Arts, and looks like 
a Strategic Simulations bourd game. Guess 
whose copy protection they used? (Answer 
below.) It is a tank battle game on hex 
"squares" that can be a two player game or 
one pkyer game against a computer OGRE. 
The OGRE is a super robot tank that ean barely 
be destroyed by atomic weapons. 

The answer lo the riddle is "none of the 
above". It i.s copy -protected in a manner similar 
to a variety of other games (such as Penguin 
Software's games), using alternating address 
prologues of D5 AA 96 on even numbered 
tracks and D4 AA 96 on odd numbered tracks. 
The address epilogues vary from sector to 
sector, but the data marks are noniial. Tlie sync 
bytes in the large gap are 84 instead of PF, 
which is probably the reason that bit copiers 
with default parms can't copy it. Not wanting 
to add to my lOB controller coUectJon, I 
searched my back issues of COMPUTIST until 
I came up with Mr, Strelchun's Dragon world 
controller from issue #30. page 28, I( worked 
without any further sector edits, nibble count 
searches, or patches. 

Presented here is a faster version of that 
controller. It is just the Fast controller with an 
additional line (1015). 



controller 

1000 REM OGRE CONTROLLER 

iei0Tlt-0 ;LT = 35 :31 = 15 :LS = 15 .CD = WR 
;FAST = 1 

1015 POKE 47507 ,0 ; POKE 47517 ,0 : POKE 

47444 ,41 : POKE 47445 ,42 
1020 GOSUB 490 : GOSUB 610 

1030 GOSUB 490 : GOSUB 610 ; IF PEEK {TRK ) = 
LT THEN 1050 

1040 TK = PEEK {TRK ) :ST - PEEK (SCT ) ; GOTO 
1020 

1050 HOME : PRItfT "COPY DONE" : END 




controller checksums 



controller 



1000 - I356B 

1010 - S2544 

1015 - I0B4B 

1020 - SBB45 



1030 ' $flB5F 
1040 - SF2E9 
1060 - SD6F4 



Paul Giguere'x softkey for... 



Puzzles and Posters 



MECC 
(Minnesota Educational 
Computing Conaonium) 

Requirements: 

Super lOB 1 ,5 
A blank disk 

All that this program has for protection is an 
altered address marker. 

1) Initialize a tlisk with a HELLO program, Uien 
DELETE it, 

2> Install the controller beiow into Super lOB 
and RUN it. That's it, anoQier broken program! 



1000 REM MECC CONTROLLER 

1010 TK = 3 IT = 35 :CO = WR :MB = 151 : ONERR 

GOTO 550 
1020 ST = ;T1 = TK : GOSUB 490 RESTORE ■ 

GOSUB 190 ; GOSUB 210 , GOSUB 170 
1030 GOSUB 430 ; GOSUB 100 ; ST = ST + 1 : IF ST 

< 16 THEN 1030 
1040 I F BE THEN 1060 

1050 SI =0 ;TK = TK+1 . IFTK< LT THEN 1030 
1060 GOSUB 230 :TK - Tl :ST = : GOSUB 490 
1070 GOSUB 430 : GOSUB 100 :ST = ST + 1 : IF ST 

< 15 THEN 1070 

I0S0S1 = :TK = TK+1 : IF BF = ANOTK< LT 

THEN 1070 
1090 IFTK<LT THEN 1020 
1100 HOME .AS = "COPY^ DONE" ■ GOSUB 450 : 

END 
5000 DATA 170 ,213 ,150 ,213 .170,173 ,222 

,170 .221 ,170 



controller checksums 



- $356B 1050 ■ S6AE6 

1010 - $5£3F 1070 - $22FD 

1020 ' SBS2C 1080 - I54D8 

1030 - SE2AA 1090 - I7FC2 

1040 - S2463 1100 - iD9B0 

1050 - IE2BC 5000 - I0FF5 
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by Jim S. Hart 



Fundamentals Of: 

AC Circuit Analysis 

Basic Liectricity 

Direct Current 

Eleclrunic Devices 

Industrial Electronics 

Microcomputer Interfacing 

Microprocessors 

Operational Amplifiers 

Pulse & Logic Waveforms 

Regulated Power Supplies 

Advanced Microsystems Technology 

Soj 3942 

Bowling Green, K¥ 

Requirements; 

Ability to Reset into the monitor or lioot code 

trace 

Advanced Microsystems Technology original 

program disk(s) 

Super lOB 1.5 

A blank disk for each program 

A fast DOS (not necessary but helpful) 

Advanced Microsystems Teclinology puts out 
some excellent educational programs in iie Held 
ol" electrical concepts. The pragr.ims themselves 
teach sUidents abont electrical concepts, 
microprocessors, and current among other 
topics. An instructor can even keep truck ofhow 
well a student did via a password to get to a 
" SCO rckce ping' program. My only complaint is 
that the programs are supplied on copy- 
protsxted disks. The company hsa a good policy 
in regards to receiving backups from ihcm in 
case your original bites the dust. This takes time 
though, so I decided to go about deprotecting 
the disks. 

What To Look For 

Here are some short things to try first: 
^ Can the disk be CATALOGcd? 



*■ Does COPYA copy the disk? 
When you try both of these you will discover 
that neither of them are successful. This u-sually 
means chat there are format alterations in Ihc 
RWTS section of their DOS. The easiest way 
to convert these disks is to use the Swap 
controller &. Super lOB. To do this, however, 
reqtiires that we have their pervened RWTS in 
our possession. 

Grabbing Their RWTS 

Here is a method I use to get a RWTS into 
memory. It Involves a lillie boot code tracing 
(just enough to get your feet wet). 

1) Boot up with normal DOS and go into the 
monitor: 

CALL -m 

2) Move the disk controller card ROM lntt> 
main RAM so that it can be modified to stiit 
our needs; 

<>6M<C6ee.C6FFM 

3) Fix this code so that instead of booting the 
di.sk it returns control lo us: 

%FA:98 N <)8fll:AD E8 C« 4C 59 FF 

4) Put the original (write protected, of course) 
into the drive and boot it: 

96tlflG 

5) The drive will turn on for a second, rattle, 
beep and go into the monilor. Firs I move the 
BOOT! code (which loads in the RWTS) to a 
safe spot. Next, we need to modify BOOTl so 
it will load in the RWTS and then go into the 
monitor again: 

98flR:9« 

984A:4C m 93 

93ee:AD E8 Cft 4C 59 FF 

6) Execute the modified boot one more time: 

96eeG 

7) When the computer beeps you will have the 
RWTS in memory at Si380t)-BFFF. All that 
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needs to be done is to move it to a safe place 
so that a subsequent boot will not erase il: 

I9Be<B8fle.BFFFM 

8) Boot a normal DOS disk and save the RWTS: 

ceoec 

BSAVE RWTS.PROG,A$19»«,L$8»e 

Copying The Originals 

1) Install the Swap or New Swap controller into 
Super lOB. 

2) Add these two lines to the merged program 
and then copy the original disk: 

1015 TR = 3 

10010 PRINT CHR$ (4), "BLOAO* 
RiVTS. PROG, AS 1903" 



RUN 



Alternate Method 



If for some reason the above method does 
not work, here is a short alternate method that 
should work. (NOTE; You'll be surprised at 
how many educational disks you can deprotect 
by this alternate method) 

1) Boot a (preferably fast) DOS 3.3 disk. 

2) Load up Super lOB, add the following 
controller to it, execute it, and be sure to use 
the Format option to format the copy disk; 

1000 REM COPY D I % W/NO ERROR CHECK I NG S NO 

DOS 
1010 TK = 3 ;LT = 35 :LS= 15 :ST = 15 :FAST = 1 
1020 POKE 47426 ,24 : GOSUB 490 : GOSUB610 
1030 POKE 4?42e ,56 . GOSUB 490 ; GOSUB 610 r 

IF PEEK (TRK) = LT THEN 1050 
1040 TK = PEEK (TRK ) : ST = PE£K (SCT ) GOTO 

1020 
1050 HOME : PRINT "COPyDONE." : END 

The copied disk is now deprotected. This 
procedure works for all (to my knowledge) 
disks by Advanced Microsystems, I hope the 
mediod presented lor capturing a RWTS proves 
helpful to the reader."; out there. 

— a 
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revisited softkey for... 
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Davidson & Associates 

3B5 Kashiwa Street 

Torrance. CA 99505 

$49.95 

Requirements: 

Word Attack! original that wouldn't worlc with 

sottkey in COMPUTIST No. 28 

Super lOB 1 .5 

Two blank disk sides; 

COPYA 

Bag Of Tricks from Quality Software 

A fast DOS (optional) like Promo-DOS or 

Diversi-DOS 

Word Attack! is a program that "t&aches 
youngsters new words, meanings, and their 
meanings in an interesting and exciting way" 
(lu paraphrase from the packaging). It is an 
excellent program. It needed to be deprotectisd, 
however, since children would he using it. 1 
scanned through my old issues of COMPUTIST 
and in issue No. 28 I came across Dave 
Stanton's softkey. It was well done but 1 could 
not get it to work no matter how hard i tried. 
Checking die orighial out with a nibble editor 
confirmed my suspicions; a different protection 
scheme. The address prologues change on every 
track (after track $83), die data prologue had 
been changed to 05 A A B5, and the epilogs 
and checksums were a mess. Ytich. It seemed 
that I would be spending some time with this 
disk writing down all of the changing address 
prulugues and Uie like wlieii I noticed sometliing 
peculiar. The address prologues on the first 
couple of tracks were identical to the ones on 
Ultima IV. For the heck of it, I tried using the 
Ultima IV conrroller on the Word Attack! 
original and guess what? ll worked like a 
champ! A fast DOS was added to the copy and 
then it was booted. Things looked fine, but after 
a little while the disk rebooted it.sclf. Oops, 
missed something. Reviewing the original with 
the nibble editor showed the disk's volume 
niunher to be a 7.ero. This is normally an Qlegal 
volume numbej but luckily I have access to 
Quality Software's Bag Of Tricks. After 
changing the volume number to zero and 
making a tew changes to the BASIC programs 
so it wouldn't cause a reboot, the di.sk booted 
fine and the programs ran without a hitch. A 
bit of advice: got as many back issues as you 
can and lead up on the different protrection 
schemes used. It may come in hmidy later on. 

Step by Step 

1) Boot up DOS (preferably a fast one) and 
initialize tire front side i>f the blank (don't forget 
the F.-JZI in the filename!): 

INIT HEZIELLO 

2) Load up Super lOB 1.5 and install the 
controller following this article (it's the tJltima 
IV controller from COIViPUTIST No. 28). 



Word 
Attack 



3) Use Super lOB to copy the front side onto 
tlie blaak. 

4) Use COPYA to copy the back of the original 
onto die other blank side. 

5) Boot up the Bag Of Tricks aniii cfibose the 
INIT program. Change the volume number to 
zero and "re-voluine" the front side of the 
copied disk. 

6) Load up the BASIC file w BZl ORD 
ATTACK!, eliminate the reboot routine and 
protection checks, and save the modified file 
back to the disk. 

LOAD WlQZlORD ATTACK! 

127 

3«3 RETURN 

304 REM 

395 REM 

386 REM 

SAVE WEZJORD ATTACK! 

7) Just for fun, don't make the changes to the 
Word Attack! file and sec how far you get. Line 
numbers 127 and 303 clieck for the originaj 
operating system while line numbers 3(M to 306 
are the reboot routine. 



1060 POKE 47405 ,20S : POKE 47406 ,19 : POKE 
47497 ,208 : POKE 47498 ,183 : POKE 47829 
.213 : GOSUB 230 

1070TK = T1 :LT = 35 ■ GOSUB 490 : GOSUB 510 - IF 

PEEK (TRK) = LT THEN 1090 

1080 TK = PEEK (TRK ) : ST = PEEK (SCT ) : LT = TK 

+ 1 : GOTO 1020 
1090 HOME ; PRIHT "COPV DONE," DOS" NOT' 

COPIED." : END 

5000DATfl213 .179 ,181 ,215 .170 ,151 ,213 ,170 
,150 .213 ,170 .151 ,215 ,170 ,150 

5010DATA215 ,170 ,151 ,221 ,170 ,158 .221 ,170 
,159,213,170 ,131 ,223 ,170,156 

5020 DATA 223 ,170.159.221 ,170,158,221 ,170 
,159 ,223 ,170 ,158 ,223 ,170 .159 

5030 DATA 213, 170, 150. 213 ,170,181.213 ,170 
,151 ,215 ,170 ,150 .215 .170 ,151 

5040DATA213 , 170 ,160 ,213 ,170 ,151 ,215 , 170 
,150 ,215 .170 ,161 .213 ,170 ,131 

5050DATA221 ,170.156,221 ,170,159,223,170 
,15B .223 .170 ,159 ,221 ,170 ,15B 

5050 DATA 221 .170,159,223.170,158,213 .170 
,181 .223 ,170 ,159 ,245 ,170 ,182 

5070 DATA 245 ,170., 183 .247 .170 ,182 



8) You're done! Ltide the original and enjoy 
your liberated backup. 


controller checksums 




1000 

1010 

1020 

1030 
1040 
1050 
1060 
>- 1070 
1080 


- $356B 

- J31B9 

- $C562 

- I545E 

- $DDB4 

- IA5C8 

- $044B 

- $B732 

- S045C 


1090 
5000 
5010 
5020 
5030 
5040 
5050 
5060 
5070 




controller 


- SC930 

- SFEC0 


1000 I^EM TOD ATTACK (ULTIMA IV) 

1010 TK- 3 ±l--^ :ST-15 :LS=15 ;CD = m 

1020 POKE 47405 ,24 : POKE 47406 ,96 : POKE 

47497 ,24 ■ POKE 47498 ,96 
1030 POKE 47S29 ,3 :T1 = TK i GOSUB 490 : 

GOSUB 210 
1040 GOSUB 190 : GOSUB 610 
1050TK = TK + 1 .LT=LT+1 . IFPEEK(BUF)< 


- 54560 

- I9B9E 

- J0B30 

- $20BC 

- $155F 

- i20B9 

- IFA72 
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a hardvirare modification: 



The Shift Key and 

the Lowercase Option 

for the ][ Plus 



by Gary Kowalski 



Requirements: 

Rev 7 or later Apple 11 or II + 
Soldering iron 

Double pole, double throw {DPDT) switch 
Access to an EPROM progmmmer and 2716 
type EPROMs, 
or RAMcard and lowercase chip 

Warning: Hie procedure described in Ihii 
article should <jnty be allempted by those 
persons Having computer hardware expert ence- 
Softkey Publishing assumes no liabiliry for 
damage done to the computer if this procedure 
is followed. 

One of the most annoying things about the 
old Apple lis Ls the lack of proper shift key 
operation with respect to lowercase character 
generation. If you want lowercase you either 
buy an 80 colurnn t;urd or install a lowercase 
chip and then you wire the famous "shift key 
modification" that wires the shift key to game 
controller #3 pushbutton input. However, you 
soon find out that word processors are the only 
programs that recognize the shift key 
modification, so you can't type lowercase from 
the keyboard for BASIC or other applications. 

About the same time Apple introduced the 
Rev 7 version of the Apple f[ motherboard, they 
also introduced die two piece keyboard. To see 
if you have one of these, pop off the top of your 
Apple and look at the underside of the 



keyboard. If you see a 25 pin comb connector 
that holds a small circuit board to the underside 
of the keyboard, tlien you can gel true shift key 
and lowercase for your machine. 

Apple spotted the lowercase shortcoming and 
introduced a lowercase option with the two 
piece keyboard but they failed to tell anyone 
about it. There is nothing about it in my Apple 
n Reference Manual or addendum to the manual 
even though I should have the latest revision 
of this manual because I bought my computer 
Just before the lie reached the market. 1 learned 
about this lowercase option from "The Apple 
n Circuit Description" by Winston Gayler. 
Howard W. Sams & Co. 

To get your normal shift operation, remove 
the screws that hold the plastic ease of the 
computer to the metal baseplate. Before 
separating the case from the baseplate, carefully 
remove the ribbon cable that connects the 
keyboard to the motherboard. Next remove the 
small circuit board from the keyboard by 
squeezing the plastic mounts and pulling gently 
to separate them. On the circuit board are two 
"bovrties" tliat must be cut (sec figure 1). 

Next, mount a DPDT switch on this circuit 
board where Apple marked the board for it (see 
figure I) or if you prefer, mount il on the ease 
of your Apple near the keyboard. This will be 
a CAPS LOCK switch and when in the CAPS 
[.OCK postion, the cut bowties will be "re- 
connected". In the other switch po.sijton, the 
keyboard will generate lowercase unless the 
shift key is pressed. Sec figure 2 for the switch 
connections to the circuit hoard. After doing 
this, the keyboard will generate the lowercase 
but you will not see it for two reasons: 



1) You must have lowercase in the character 
generator ROM. 

2) The F8 ROM converts lowercase to 
uppercase. 

The first problctn can be taken care of by 
buying a lowercase cKlp (or programming a 
2716 EPROM) and replacing the 2316 charaaer 
generator ROM at motherboard position A5 
(directly tmder the keyboard) with it, I consider 
the second reason to be an unexcusable rudeness 
on Apple's part. If the early Apples could not 
generate lowercase from the keyboard, why 
must the KEVIN routines filter them out? 

To stop the F8 from converting lowercase 
to uppercase you can use your language card 
to change the monitor KEYTN routines or 
program a new F8 EPROM, The mmimum 
change to make is byte $FD83 from $DF to 
SFF: 



Change: 

To: 



AND SDF 
AND SFF 



[Convert to uppercase 
; Don't convert 



FD83: FF 



One remaining problem occurs when the 
cursor is on a lowercase character. The cursor 
will appear as a flashing "special" character 
(l,'.^,$,etc) because the lowercase character 
ROMs have inverse special characters and not 
inverse lowercase. You can either ignore this 
or re-writc the ItEYIN routines (COMPUTI.ST 
#19 has .some good routines to consider). 

To make the modifications using your RAM 
card, do the following; 
(enter the monitor) 

CALL -151 
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(write enable RAM card) 

cesi 

C0S1 

(copy monitor routines to Ramcard) 

F8»e<F8M.FFFFM 

Now make the changes to the desired 
routines. You won't be able to see your changes 
in operation or list them until you disable the 
ROM and enable the RAM card for reading: 

Cfl83 

Note that ihe changes made via RAM card 
disappear upon power off so you have to re- 
load your changes into the RAM card each time 
you power up. 

The accompanying hexdump provides the 
necessary changes to a norma! character 
generator ROM to make it a lowercase 
character ROM. The listing assumes that the 
ROM Ullage starts at 52000. 

Lowercase Character Modification 



2700: 


80 80 80 80 80 80 80 80 


imi 


?708 


80 80 80 98 84 9C A4 9A 


mw 


2710: 


80 A0 A0 BC A2 A2 A2 BC 


S6AC3 


2718: 


80 80 80 9C A2 A0 A0 9E 


S9D12 


2720: 


80 82 S2 9E A2 A2 A2 9E 


JA472 


2728: 


80 80 80 9C A2 BE A0 9C 


IC9C1 


2730: 


30 8C 92 90 B8 90 90 90 


J34BD 


2738: 


80 82 9C A2 A2 9E 82 9C 


S8C52 


2740: 


80 A0 A0 AC B2 A2 A2 A2 


$A242 


2748; 


80 88 80 88 38 88 88 88 


$E2CA 


2753; 


80 84 80 84 84 84 A4 98 


$7E50 


2758: 


80 A0 A0 A4 AS E0 A8 A4 


$CEF8 


?760- 


80 98 88 88 88 88 38 9C 


S1E5A 


2758: 


80 80 80 BC AA AA AA AA 


$5e2A 


2770: 


80 80 80 9C 92 92 92 92 


W5A2 


2778. 


80 80 80 9C A2 A2 A2 9C 


$FE25 


2780: 


80 80 80 BC A2 BC A0 A0 


S2760 


2788: 


80 80 80 9E A2 9E 82 82 


$D306 


2790; 


80 80 80 AC 82 A0 A0 A0 


$O2E0 


2793: 


80 80 80 9C A0 9C 82 9C 


S978C 


;7A0 


80 80 90 BC 90 90 90 8C 


S3F24 


27Aa 


30 80 80 A4 A4 A4 A4 9C 


$677E 


2780 


80 80 80 A2 A2 A2 94 88 


$3216 


27B8 


80 80 80 A2 A2 AA AA 94 


$285A 


27C0 


80 80 80 A2 94 88 94 A2 


S087E 


27C8 


80 80 80 A2 A2 94 88 B0 


SBBEl 


27D0 


80 80 30 BC 84 98 A0 BC 


$91A5 


2708 


80 as 88 84 98 84 88 36 


S3F05 


27E0 


80 33 88 38 80 88 88 88 


S7F15 


27E8 


80 B0 88 90 8C 90 83 B0 


$8135 


27F0 


80 90 AA 84 80 80 80 80 


11080 


27FB 


80 AA 94 AA 94 AA 94 AA 


S924D 



Related articles: "'Towards a Better P8 
ROM" in COMPUTIST No. 19 shows some 
additional changes to your autostart F8 ROM. 
In the sattte issue. "Double Your ROM Space' ' 
tells you how to add a 2716 or 2732 EPROM 
to your Apple [1 (not //e or //c). 

•■More ROM Running", COMPUTIST No, 
34, details the use of the language card and how 
you can use it to simulate a modified ROM. 
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Multiscribe: 



by Bruce Mager 



Sfvte^^■^are, Inc. 
6427 imicmft, Stc. 201 
I Houston. 7X 7708 J 

} (Sm) 233-4088 

hi TX (713) 771-4627 
$59.93 

Hardware Requirements: 

Apple //c or enhanced //c 

Apple Mouse (optional) 

Frinter (not required, but highly recommended) 

A iruckload of imagination 

It was quite a while ago that I was acquainted 
with Muitiscibe, My firit word processing 
experiences were with Bank Street Writer by 
Broderbund, I was satisfied until I suw the 
advertisements for a new program. Apple works 
VI. 2. I threw the dinosaur in the closet aiid 
acquired the newest in word processing, data 
base, and spreadsheet all in one. 1 thought, 
'word processing could not get any better!'. 
Again I was satisfied. In a constant practice to 
stay with the state of the art, 1 purchased the 
new mouse for the Apple //c and soon also, I 
acquired the Unidisk 3,5 inch drive which T 
used more and more frequently. Things 
darkened. I was no longer satisfied. 
Apple works could not be used with the 
couveuieiit mouse and only files could be saved 
on the Unidisk... not my pre-version 1.3 
Apple works program itself, I hated having to 
change disks and the Unidisk would have made 
my job easier. I became depressed. 

Finally one day, I was reading my usual 
stockpile of magazines and noticed an ad for 
Mouseword, a word processor designed to be 
used with the mouse. I threw... well... I placed 
Applcworks in my top ten usefulness rack 
because it was stjtl powerfijl, but my word 
processing needs turned to Mouseword for the 
most pan. Again, 1 became satisfied. 1 thought 
my search was finally over for the perfect word 
processor. 



However, every silver lining is surrounded 
by a black cloud. All of my reports lacked 
something. They looked ...blund. And having 
fnends who constantly plagued me with 
' Macintosh -ized' reports didn't do much for my 
morule either. My life was over. I had spent 
hundreds of dollars trying to get top of the line 
equipment, and for what? One character set, 
and bold and underlining if I'm lucky. Apin 
I left my computer and read tt) forget. Then I 
looked at an ad for Multiscribe. I nibbed my 
eyes. 'Could it be trae?' 1 thought? 1 had to see. 
I ordered away lor it and received the package 
promptly. I had hoped my life would once again 
have meanuig. Little did I know the treat that 
was to come. 

The Treat That Caine 

Multiscribe is a new word processing marvel 
designed for the Apple //c or the enhanced //e. 
It is a prodtict by Style ware. Inc. (a new 
company, to the best of ray knowledge). And 
as for their first product, I feel they did 
remarkably well, Multiscribe is a double hi-rcs. 
multi-font word processing system. When 1 flrst 
leceived the disk, it was copy -protected and 
contained several serious bugs, I soon lost 
interest in somethhig thut gave me so much 
problem. 

But, Styleware won a place in my heart 
again... they promptly sent a replacement disk, 
free of charge, to my door. This replacement 
not only had the bugs taken out of it, but they 
also had removed the copy -protect ion so a 
person could use it from a hard disk or die 
Unidisk 3.5, Multiscribe is designed to live with 
the mouse in perfect harmony, but it is not 
required. Absolutely all the conmiunds can be 
done directly from the keyboard. The layout is 
the classic mouse-style, h uses the window witli 
the elevators. The pull down menus are expertly 
done and show the keyboard representation 
right on the menu so you don't have to look 
every command up in a book. Multiscribe al.so 
uses the classic cut and paste techniques. It haa 
mouse-driven fuid, and find-and-replace utilities 
and you can easily "click' your decision for 
partial word or Whole, Case or no-case. 

One of its really interesting features i.s its 
graphic representations of 'nilers' Uiat you can 
insert and delete anywhere in your text. These 



rulers define indentation, justification, line 
Spacing, left and riglit margins, and all in a 
classic typewriter style. And with a simple 
command, you can show or hide the rulers at 
any time. 

The whole ball of wax is rolled up in the 
fonts. There are ten fonts including the normal 
everyday (bland) standard you're probably used 
to. These fonts are given the names of the 
people whose styles they are to represent such 
as Hemingway, Chaucer, Shakespeare, and 
Asimov. There is even a graphic icon font under 
the name Michelangeio for diose who want their 
reports spiced up with icons. And all of these 
fonts are interchangeable in your text with no 
limit as to the complexity. You could even have 
separate letters, each hi a different font. And 
all of these fonts can also be changed in size 
in different arrangements. The sizes range from 
understated to unbelievable in proportion. 

Another feature is die style in which these 
fonts can be typed. Among these are hold, 
underline, italic, shadow, outline, subscript, 
and superscript. And amazingly, you can mix 
and match these features. This could result in 
a bold word, underlined and shadowed, 
superscripted above the rest of the teKt. The 
menu for this being the most eye pleasing, 
because it gives an actual 'sample for each 
feature right on the menu, (just try to get that 
on Mouseword!) 

Multiscribe's fding features arc also above 
average. Ketrieving files is simple and can all 
be done widi the mouse accepting pathnames 
and drive numbers. Saving is efficient. You can 
save a file as it is under a name, or save it under 
different name-s at the same time, live. Or you 
can even save as sUnple text that can be checked 
by a spelling checker or whatever. 

Multiscribe supports several different printers 
and printer interfaces, as long as they support 
graphics capability. A nice touch is when you 
print out your FIRST document... the printer 
setup menu comes up automatically before it 
prints and .saves your printer from a garbage 
attack. Once it is initialized for your printer, 
or if you already had initialized it for your 
printer, you will never see the menu again 
unless you want to. 

Tlie printer options menu soon follows and 
Multiscribe packs a lot of information into one 
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window. The options include whetlier or not 
you want page numbers and where you want 
them, how many copies, page range to print, 
page number to Stan at, and the quality you 
want it printed ai. Tlnis last feature allows you 
to print your document in ordinary, bland text 
form, or a preliminary draft form for seeing 
how it looks. From there you can go to standard 
quality which is really the double-density option 
on your printer. And if you choose high quality, 
Multiscribe prints your file in the little used, 
mystical, unknown, quad-den.sity option of your 
printer. This option is obviously used to astound 
your friends, confuse those who want letter 
quality, or just to wear out your ribbon. The 
higher quality you go, the greater time it takes 
to print your dMument. 

Mtdtiscribe has a memory restriction of 29K 
or about 9-12 pages depending on what font you 
use, etc. This is no problem because Multiscribe 
gives a 'print-merge* command which allows 
you to print multiple documents with a 
keypress. 

Word processing itself becomes fun, 
Multiscribe has many of the features more 
complex processors contain and of course, all 
of the basic everyday features such as word- 
wrapar(Wnd. Multiscribe farthers the quality by 
providing proportional spaced printing on all 
your documents. No calculating of page breaks 
either, you see them pass as you type. The 
elevator on the side of the typing window show.s 
the current page number. And if you double or 
triple space a document, you sec it happen live! 
You can even type in double space or triple, 
you don't simply have to taice the computer's 
word for it. When selecting text with the mouse, 
another feature shows up. Just dragging the 
mouse off the window drags the entire 
document within reach by scrolling, allowing 
you to do global changes. You could even 
change a 1 2 page document from one font to 
another with a couple of clicks on a mouse. You 
can scroll anywhere with the mouse using the 
elevator or the ptiwerful 'goto-page' feature that 
doesn't leave you guessing like the elevator 
tends to. All in all. die processor in its simplest 
form is one of the easiest to iiae that 1 have seen 
so far. 



And the features of Multiscribe do not end 
right there. Amazingly. Multiscribe also 
includes a powerful font editor in its package. 
The editor is separate but easily accessible from 
Multiscribe and vice versa. The editor is also 
mouse oriented and uses windows and pull 
down menus exacUy like Multiscribe does. One 
can edit exisdng fonts or create their own, 
easily. It's a treat to use the capabilities of 
double hi-res. All one has to do is choose a letter 
to edit. You can select it by pressing it, or by 
using the mouse and choosing the letter off the 
superimposed keyboard on the screen. The 
character is dien displayed in fat bits (giant size) 
on the screen. 

Here it can be edited with the mouse or 
keyboard. You can define the size of the 
character by adding rows or columns of extra 
space. And if you decide your creation would 
look better upside-down, you can flip your 
product vertically or horizontally. 

While you arc doing (his, six little windows 
on the screen show live the character you deal 
with in each of the six styles- plain, bold, 
underlined, italic, shadowed, and outline. In yet 
another window, the entire character set is 
displayed and constantly updated according to 
what you change. It is as easy to use as 
Multi.scribe itself and could have easily been 
sold as a separate product because of its 
protessional quality. And when you are done, 
you can go back to Multiscribe directly from 
the font editor. 

Sure, there are other little features such as 
inverting the screen for those who like white 
text on a black screen, but I won't dwell too 
heavily on them. 

As all gixxl programs usually do, Multiscribe 
contains quirks. Its operating bugs arc taken 
out, but little annoyances are there to stay. They 
are nothing earth shattering, but are worth 
mentioning. First of all, give second thought 
before you get Multi.scribe if you easily type 
in excess of 85 words per minute. The program 
is slow in wraparound depending on the font 
and the size. Also, Multiscribe must analyze 
the data when retrieving it from disk and thus, 
h takes a little time between when the disk drive 
stops and when your text appears on the screen. 
With a little patience, this problem is quickly 
obliterated. 



There are many other fiincdons such as a 
clock, puzzle, calendar, calculator, and a 
mysterious control panel which does not work 
when you purchase the progratn. It has been 
advertised that these things arc an add-on, but 
my clock card does not activate (he clock, and 
Sty lew are gives us no hint as to what to do to 
get this upgraded. Multiscribe does not let you 
change top or bottom margms. either. Although 
it is powerful, it is simply not a full featured 
word processor. Your best bet in this case 
would be to make your text with Apple works 
or .wme other advanced word processor and 
then load the file into Multiscribe to spice it up. 
Also, some commands require data off the disk 
and this can slow things down in the running 
of the program. 

One of its biggest drawbacks is the 
documentation. It's a shame that the 
documentation could no! be as of high quality 
as the program. The documentation is sketchy 
and sofnetimes crude. The information you are 
looking for may be there, but it's probably 
spread around so much between other material 
that you could get frustrated. Also, I noticed 
no mention of die clock, puzzle, calculator, 
calendar, or control panel in the manual. It 
never even mentioned where you could get an 
update for these things. But really, the manual 
was the only thing of the entire package that 
left me wanting more. 

In conclusion, I don't warn to leave you with 
negative feelings about the program. It is one 
of the easiest word processors to u.sc in .spite 
of its abilities. Multiscribe certainty isn't a 
program you can simply boot up and create with 
from day one, but I promise that a few hours 
with the program and the documentation and 
you will be on solo missions in no time. 1 highly 
recommend Multiscribe to those who want to 
get more out of their Apple than a mere 
typewriter could provide. 

And die best point of all. . .the price. List prifce 
is $59.95. In a world where you could pay 
hundreds of dollars for a good word processor, 
it's nice to know you don't have to! 
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Shape Magic 



by Burton Lo 



Requirements: 

Apple JL 

BASIC pmgrammitig experience 

Are you an Applesoft programmer whose 
esliausled oT coding shape tables by 
hand'i' Well, if you are, this program is the 
solution to your problem Shape Magic allows 
you lu draw your shape on the screen so you 
could see what your shape will look like in 
XDRAW form. Shape Magie will eodc your 
shape alter you finish drawing it and allow you 
to test it in XDRAW form. Shape Magic also 
allows you lo save individual shapes on disk for 
later use. You can even combine individually 
saved shapes into a shape (able. 

Shape Magic doesn't require you (o buy any 
special hardware or software. AJl you need for 
using Shape Magic is an Apple monitor or T. V. 
set for displtiy, 1 disk drive for storage, and 
the program "Shape Magic." A printer Is 
useful (for printing die codes) but not necessary. 

Using Shape Magic 

To uKe Shape Magic, simply load the 
program and select an option from the menu 
by pressing (he letter inside the parentheses. 
This program responds to only uppercase 
letters, so make sure that the caps Lock (if you 
have a lie) is in its lower position. 

Menu 

If you press C on the menu, your computer 
will clear Hi-Res screen page 1 , and draws a 
line around the screen. Ttiis line doesn't mean 
that you can't go past it, it is just tliere to let 
you know where the edge of the screen is. Then 
you have an option of drawing your shape in 
regular si?.e or enlarged size. Press "E" for 
enlarged size, or "R" for regular size. After 
that, your computer will display a cursor in the 
middle of the screen in the size you have 
selected. You are allowed to draw a shape with 
up to 5M moves. The contiols for this section 
are listed below: 

Key Purpose 

f move up wi thout plot 
F nove right without plot 
D moue down without plot 

S move lell without plot 
I move up with plot 
L mov« right with plot 



K move down with plot 
J mova left witti plot 
RETURN for end of shape, press this hey 

when you have finished your shape 

<- go back one move, used for 

corrections 
ESC e>!it to menu. Note; shape you were 

working on will be erased! 
Space toggle 4 lines of text S graphics 

After you finislied drawing your shape, press 
Return and you will tie trans terred to another 
section for printing the codes. This is the same 
pan of the program that gets called when you 
press P from the menu. At this point, your 
computer will ask if you want printer output. 
What it really is asking is if you want the shape 
codes to be printed on your printer. Press ' 'Y" 
for yes. or "N'' for no, !f you pressed "Y", 
your computer will ask you for the name of the 
shape and slot with your printer interface. 
Simply type in the aaswer and press Return. 
Be sure your printer is on. The codes will then 
be listed on the screen and. if you selected the 
printer option, the printer as well . While the 
codes aie being lisied, they are also being 
POKEd into memory. 

ff you press D on the menu, you will be 
transferred to the DO.S commands menu. We 
will discuss more aboul this menu later on in 
this manuscript. 

If you press T on the menu, your computer 
will clear Hi-Rcs screen page 1 , and draw a line 
around the edge of the screen, [t you have more 
than one shape in memory, your computer will 
ask for the number of the shape that is in 
memory you wanted to test. Woticc that your 
computer will not except illegal quantity shape 
numbers. Next, your computer will XDRAW 
the shape on the center of the screen, and wait 
for your contmand. The command keys are 
listed below: 



Key 



Purpose 



I move shape up 

J move shape left 

K move shape down 

L move shape right 

S Increase SCALE (size) 

R increase ROT (rotation) 

RETURN return to default ROT and SWLE 

ESC return to menu 

If you press the ESC key on the menu, the 
program will end and die present shape(s) in 
memory will be cleared. 

DOS Coiiunands 

We will now dlsatss the DOS commands 
menu, II is actually a selection of commands 



which enables you lo access your disk drive. 
You can make a selection simply by pressing 
a letter inside the parentheses. 

If you press C in the DOS commands menu, 
your disk CATALOG will be displayed. 

If you press L in the DOS commands menu, 
your computer will ask you for the name of the 
shape you wanted to load. Type the name of 
the shape you wanted to load and press Return, 
If you change your mind about loading a shape, 
just press Return with no filename. 
Note: IWie/i you CATALOG your disk, you will, 
see your shape filex preceded by ' 'SH. ' ' and 
your shape lubks preceded by "TB. ", When 
you are entering shape names or xlmpe tables, 
you don't need to enter "SH," or "TB," 
because this prograi?t will do thai for you. 

After the shape has been loaded, your 
computer will transfer you to the Print Codes 
section, and return you to the main Menu after 
it has finished listing the codes. 

If you press M in the DOS commands menu, 
your computer will ask you lo enter a name that 
is on disk for each shape number starting with 
1- Enter a shape name and press Return. The 
program wilt ask you for up to 255 shapes. If 
at any time you want to stop, just type Return 
with no filename. Shape Magic will then list 
the shape names of die table and wait for you 
to make changes. 

If you wart to replace a shape, simply type 
the number of the old shape name, and dien lype 
in the new name. If you want to remove a 
certain shape, enter the number of die shape and 
a blank for die new shape. 

At^er you have finished making changes, 
enter "fl" for no change and press Return, Tlien 
you will be asked for the name of the shape 
tabic. If you type Return with no filename, you 
will be allowed to make more changes. This 
program will not except existing shape table 
names so you won't lose an old shape table. 

Next, your computer will slarl loading shapes 
and put them in memory. After that, it will then 
save the shape table to your disk. You can also 
test the shapes in the shape table after it have 
been saved. This can be done only if you 
haven't put a new shape in memory yet, and 
you must select Test Shape from menu. 

if you press S in the DOS commands menu, 
your computer will ask you for the name of the 
shape, finter the name of the shape and press 
Return. If you change your mind about saving 
a shape, enter a blank tor shape name and your 
computer will renim you to the liOS commands 
menu. Be sure to enter a name that is not on 
disk because this section of the program wiU 
not check for existing files, Ifyou enter a name 
that IS already on disk, the old shape will be 
replaced by the new. 
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If you press ESC in the DOS connnands 
menu, you will be returaerf back to the main 
menu. Be sure to check to see which menu you 
are in before you make a selection because both 
menu looks very similar to each other, and some 
selections use the same letter in different u 
menu. 

H»w To Use Shape Tabic 

Shape tables are a special way to draw Hi- 
Res pictures on your Apple Jl computer. It is 
better than HP LOT because it has .ispecial 
ftinctions such as increasing the size of your 
picture, rotate your picmre, and it enables you 
to remove your picture from the screen without 
affecting the background. 

After your shape table has been saved, you 
c^ retrieve and use the shapes in the shape table 
and draw dvem in your Hi-Res graphics screen 
wldi die following direct commands: 

BLOAD TB.EXAMPLE 

POKE 233,64 : POKE 232,» 

SCALE = 1 

ROT = 9 

HGR 

XDRAW # AT X»1f 

The 2 POKE commands tell your computer 
where the shape table stans. Memory location 
232 contains the lasl 2 hexadecimal digits, and 
memory location 233 contains the first 2 
hexadecimal digits. Refer to your reference 
manual for help with hexadcciraul. 

The "#" in the above example must be 
replaced with the number of the shape to draw. 
It can be any legal Applesoft expression such 
as a variable. 

All of the above commands can also be used 
in your own programs. Be sure that the first 
4 commands are executed before you start 
drawing any shapes. If you are going to use die 
shape table in your own program, the first 
command "BLOAD TB.EXAMPLE" should 
be changed to the follow; 

1» PRINT CHR$( 4); "BLOAD 

TB.EXAMPLE" 
Note: The above line does nnt have to he the 
line 10 in your program, but it .•ihauld be 
somewhere in the beginning of your program. 
If you use the above command, do not use 
HGR2 because it loads the shape table into 
memory locations where Hi-Res page 2 is 
located. If you want to use the above line and 
HGR2 in your program, you should relocate 
the shape table when you load it. For example, 
if you wish to put the shape table in memory 
locations starting with 24576, u.se the following 
line in.<itead of the above line; 

1« PRINT CHR$( 4); "BLOAD 
TB.EXAMPLE, A24576" 

And use the following POKE values in place 
of the earlier POKE values; 

2fl POKE 232,0: POKE 233,»6 

Typing In the Program 

There is only one listing for this program, 
50 simply type in the listing line by line and save 
it under any name you wish to call it. 



How Shape Magic Works 



line #: Purpose: 



10 - 50 Identifies this program 

63 - 70 Sets aside memory for program and dimensions some major variables 

89 - 110 Puts the title of the program at the top of the screen 

U0 - 120 Tells the user that we are storing data and sets defaults 

130 Stores a shape table at $300 with 2 shapes in it 

140 - 250 Mam menu, redirects program depending jpon key pressed 

260 - 270 Subroutine to center h% on the current line 

280 360 Used while drawing a shape to go back one move 

370 - we Subroutine for determining position of cursor 

500 - 650 Error handl ing routines 

660 - 670 Toggles graphic and text page 

5S0 - 930 Draws Shape 

940 - 990 Codes shape codes in decimal form 

1000 - 1170 Lists shape codes 

1100 - 1140 Converts decimal to hexadecimal and pokes value into shape table 

1180 - 1320 The test stiape code 

1330 - 1430 DOS oormiands menu. Program is redirected depending upon keypress 

1440 - 1460 Displays CATALOG Of disk currently in drive 

1470 - 1560 Loads shape codes menu selection 

1570 - 2020 Make shape tables menu selection 

1530 - 1510 Gets shape name from user 

1520 - 1650 Checks for shape existence on disk and that it is a text file 

1660 - 16fl0 List shape names for sbape table to be made 

1690 - 17.20 Allows the user to make changes to the shape list 

1730 - 1750 Verifies existance of the new shape to be substituted 

1750 - 1790 Removes the shape specified from the list of shapes 

1800 - 1810 Gets the name of the shape table to be made from the user 

1S20 - 1850 Makes sure that ttie filname provided doesn't already exist 

1850 - 1890 Prepares memory for shape table and tells user to wait 

1900 - 1980 Loads a shape and POKEs Its data into memory 

1990 BSAVEs the newly created shape table 

2000 - 2020 Displays shape table status and waits for a keypress 

2030 - 2II0 Saves shape codes of a particular shape 

2120 - 2130 DATA for a shape table of the two cursors used in shape making 



Suggestiuni) 

This program is designed in a way so that 
different computers having their printer 
Interface in various slots can be used. You can 
save the trouble of entering the slot number each 
time you wish to have a hard copy of the codes 
by changing line 1040 to something liite: 

996 S = 1 

Where the value on the right side of the 
equals sign is the slot number of your printer 
interface card. 

Besides making the above modification, you 
can also add more options to the menu. And 
I am sure you can think of a lot of them. I hope 
you have as much fun widi this program as I 
had creating it. 

Shape Magic Program 

I0f^EH/\/\/\/\/\/\/\/\/V\A 
20fiElil< SHAPE MAGIC > 

30 REM < BV BURTON LO > 

40 REM \/\/\/\/\/\/\/\A/\/\/ 

50 f?EH 

60LOMEH.: 24576 

70DIMC(500 ) ,G(400) ,Ti(255 ) 

80 TEXT HOME ■ INVERSE : VTAB 1 ; PRINT SPC( 

40) : VTAE7 : PRINT SPC( 40) 
90VTAB2 . FOR I =1T0 5 HTAB 1 ■ PRINT - " 

; : HTAB40 : PRINT"" " : ; NEXT 



100 FLASH .AS = "SHAPE' HAG 10" : VTAB 3 ; 

GOSUB 270 ' 

110 NORMAL :AI = ■■(01985" . VTAB 5 : GOSUB 

270 :AU "STORING" DATA" 
120 VTAB 16 : GOSUB 270 : POKE 34 , 7 ; POKE 232 

,0 . POKE 233 ,3 : SCALE= 1 
130 FOR ML = 768 TO 789 ; READ MN : POKE ML ,MN 

; NEXT ML : ROT= 
140 HOME : PRINT ;AS = "MENU" : INVERSE ; 

GOSUB 270 : NORMAL 
160 PRINT : PRINT "(C) REATE' SHAPE" 
160 PRINT ; PRINT "(0) OS" COMMANDS" 
170 PRINT: PRINT "{P)RINT" CODES" 
180 PRINT : PRINT ''(T) EST" SHAPE" 
190 PRINT , PRINT "<ESC>" FOR'' EXIT" 
200 VTAB 20 : tlAIT- 16384 .128 - GET Bi ; IF 

B$ = CHRS (27 ) THEN HOME : POKE 34 ,0 : 

END 
210 IF B? = "C" THEN 680 
220 I FBI = "D" THEN 1330 '" 

230 1FBI = "P" THEN 1000 
240 IF BS = "T" THEN 1180 
250 GOTO 200 

269 REM CENTER A$ (»l LINE 
270HTAB ((40-LEN (AS ) ) / 2 ) ' PRINT A? : - 

RETURN 
380 IFB^ITHENPOP : GOTO 680 
290 HGR : HCOLOR= 3 : HPLOT ,0 TO 279 ,0 TO 

279 ,159TO0 ,159TO0 ,0 
300D = B-2 ,X = 140 :Y = 80 ; XDRAW A ATX ,Y 
310 FOR B = 1 TO D . I F C(B ) < 4 THEN XDRAW A AT 

X .y ' • ^- -" -• 
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Selected Variables List 



Variable: 

A$ 
B 

CO 



Purpose: 



string for printing in middle of line 

number of shape moves 

(It recti on of TOvement S plot/ no plot 

ER error number 

G() shape codes 

TS(J names of shapes in shape table 

I; horizontal location of shape for drawing 

X vertical location of shape for drawing 



* 


(A>1 ) 


* 


(A>1) 


* 


(A>1) 


* 


(A>1) 


* 


(AM) 


>!' 


{A>1) 


* 


(A.>1) 


* 


{A>n 


( 


A> 1 ) 


> 


1 ) 


[ 


A> 1 ) 


> 


1 ) 



320PRINTTAB{ 1 ), "f(" .B, TAB C 20 ).C(e) 

GOSUB 370 
330XORAWAATX J : NEXT B 
340 B = D tl ; XDRAW A AT X , V 
350 I F B = 1 THEN TOP ■ GOTO 580 
360 RETURN 

:370 IFC(S) =0THENV = Y- 1 -4 
■380 IFC(E) = lTHENX = X+l + 4 
390 IFC(B) =2THENYi:Y+l + 4 
400 iFC{B) v3THENX = X-l-4 
410 IFC(S) =4TH£Ny = Y- 1 -4 
420 IFC(B) = 5THENX = Xtlt4 
430 IFC(B) = 6THENy = V+ lt4 
440IFC(B)=7THENX = X-l-4 
450IFX<0IHENX = 2e0-l-4 * 
460 IFX>279THENX = + 4 * (A: 
470 IFY<0THENV-160-l-4 * 
480 IFY> i59THENy = + 4 * (A 
490 RETURN 

500 REM ERROR TRAPPER 
510 ER = PEEK (222 ) :G= 1 : GOSUB 660 : PRINT 

: PRINT ''ERROR' fl" ;ER: CHR$ (7 ) 
520 I FER = 4 THEN PR I NT "DISK' 

WRITE-PROTECTED." 
530 I F ER = 8 THEN PR I NT " I /O' ERROR . " 
540 IFER = 9THENPRINT"DiSK' FULL." 
550 PRINT : PRINT "PLEASE" FIX' THE' 

PROBLEM' AND' PRESS' ANY" KEY.' " ; 
560 GET CS : RESUMF 
570 REM ALTERNATE ERROR TRAPPi:R 
580 ER = PEEK (222 ) :G = 1 : GOSUB 650 : PRINT 

■'ERROR' #" ;FR: CHR$ {7 ) 
590 IF ER = 6 [HEN PRINT "NO" SUCH' SHAPE' 

ON' DISK." : GOTO 1590 
600 I F ER = B THEN Pl^ I NT " i /O' ERROR . " : GOTO 

520 
610 PRINT "UNEXPECTED" ERROR." 
620 PRINT "PLEASE' FIX' THE' PROBLEM' AND' 

PRESS' ANY' KEY.' " , : GET CJ : RESUME 
530 REM OTHER ALT ERROR TRAPPER 
64«ER = PEEK (222) :G= 1 : GOSUB 660 : If ER 

< > 6 THEN 530 
650 PRINT "NO* SUCH' SHAPE' ON' DISK." : 

POKE 215 ,0 : GOTO 1710 
660 IF G= I THENG = ; POKE -16303 ,0 : 

RETURN 
670G=1 ; POKE- 16304 ,0 : POKE - 16297 ,0 : 

RETURN 
680 HOME : G = 1 : VTAB 24 : POKE 232 , POKE 

233 ,3 
690 HGR : HCOLOR= 3 ; HPLOT , TO 279 , TO 

279 ,159 TO .159 TO .0 



700 PRINT : PRINT "DO' YOU' WANT' 

ENLARGEMENT' OR' REGULAR" SIZE?' 
(E/R)" ; : GET BI 

710 IFBS-"E"THENA = 2 : GOTO 740 

720IFBS = "R"THENA = 1 . GOTO 740 

730 GOTO 700 

740 POKE 232 ,0 : POKE 233 ,3 : PRINT BI :X = 
140 :Y = 80 :B = 1 : SCALE= 1 : ROT= 

750XORAWAATX ,V : PRINT"MOVE" #" ;B; ":' 

760XORAWAATX .V : FOR I = 1 TO 100 : NEXT I : 

XDRAWAATX ,Y 
770 FOR I =1TO100 . NEXT I : IF PEEK (- 

16384 ) < 128 THEN 760 
780 GET C J : IFC$ = "E" THEN XDRAN A AT X ,Y 

:C(B) =0 ; GOSUB 370 : GOTO 910 
790 IFCS= "F"TH£NXDRAWAATX ,Y :C(B ) = 1 

: GOSUB 370 : GOTO 910 
800 IFCS = "D"THENXDRAWAATX ,Y .C{B) =2 

: GOSUB 370 : GOTO 910 
810 IFCS = "S"THENXDRAytAATX ,Y :C(e) = 3 

: GOSUB 370 : GOTO 910 
820 I F CS = " I " THEN C(B ) ^ 4 : GOSUB 370 : 

GOTO 910 
830 IFCI = "L"THENC(B) =5 ■ GOSUB 370 : 

GOTO 910 
840 I F Ct = "K" THEN C(B ) = 6 : GOSUB 370 ; 

GOTO 910 
850 IF CJ = "J" THEN C{B ) = 7 ; GOSUB 370 : 

GOTO 910 
860 IFCS = CHRS (13) THEN 930 
870 IF Ci = Cmi (8 ) THEN fiOSUB 280 : GOTO 750 
880 IFCS = CHRS (27 ) THEN POKE - 16303 ,0 : 

GOTO 140 
B90 I F CS = CHRJ (32 ) THEN GOSUB 660 
900 GOTO 760 
910 PRINT C$; TAB(20),C(B) :B = B+1 : IFB 

> 500 THEN 930 
920 GOTO 750 
930 XDRAH A AT X .V :G = 1 : GOSUB 560 :B = B - 1 

:E = :F = 1 :G{1 ) =0 
940 AI = "CODING" : INVERSE : GOSUB 370 : 

NORMAL ; FOR I = 1 TO B 
950 IF E = 2 AND 0(1 ) >0ANDC(l ) < 4 THEN 980 
960 IFE<2AND (C(l ) >0ORC(1 ) >4 ) THEN 

980 
970E = ;F=F + 1 :G(F) =0 
980G{F)=G(F)fC(l ) * [8 "E) ;E=.E + 1 

: IFE>2THENE = :F = F + 1 :G(F ) =0 
990 NEXT I :F = F + 1 :G(F)--a 
1000 HOME :S = : PRINT "DO' YOU" WANT' 

PRINTER" OUTPUT?' (Y/N)" ; 
1010 GET C$ : iFCS = "N"THENPRINTCS : GOTO 

1070 
1020 IFCK>"Y"THEN1010 



1030 PRINT . INPUT "ENTER* NAME" OF' SHAPE:' 

" ,NI 
1040 INPUT "ENTER' #" OF" SLOT' WITH' 

PRINTER" INTERFACE:' " :S : IFS -r 1 OR 

S > 7 THEN 1040 
1050 PRS S 

1060 PRINT "SHAPE' NAME:' " ;N$ 
1070 PRINT "CODE' #" , TAB( 10); "DECIMAL" 

; TAB(20); "HEX" 
1080 PRINT ■' " : TAB( 10 ) ; " " ; 

TAB{20); "— " 
1090 ML = 16384 : POKE ML , 1 : POKE ML + 1 : 

POKE ML + 2 ,4 : POKE ML + 3 .0:ML = ML + 4 
1100 FOR I =1T0F :Ht = G(I ) /IG :Lt = G(l ) - 

Hlf 16 
1110HI = Ht+176 :Lr = LH 176 
1120 IFHI>185THENHf = Ht+? 
1130 IFLl>185THENLl = Ltt7 
1140 MI = CHRS (HI) +CHRS (L!) : POKE ML ,G(I 

) :ML = ML + 1 
1150 PRINT I; TAE( 10);G(I ); TAB( 20);M»; 
1160 NEXT 1 : IF S <> 0THEN PR# 
1170 PRINT : PRINT "PRESS' ANY' KEY.' " ; : 

GETCS : GOTO 140 
1180 HOME : HGR : HCOLOR= 3 ; HPLOT0 ,eT0 279 

,0 TO 279 ,159 TO .159 TO ,0 :A= 1 
1190VTAB22 :X=140 :Y = 80 : IF PEEK (16384 

) > 1 THEN INPUT "ENTER" SHAPE" #:" " 

;AS ;A = VAL (A$ ) : IF A < 1 OR A > PEEK 

(15384 ) THEN 1190 
1200 POKE 232 ,0 : POKE 233 .64 : VTAB 24 : 

INVERSE : PRINT TAB( 15 }. "X" . TAB( 20 

) i "V" : TAB( 25 ) , "ROT" . TAB( 30 ) , 

"SCALE" ; TAB (39); 
1210 S = 1 .R = ; SCALE= S : ROT= R ; NORMAL : 

POKE 35 ,23 : XWiAH A AT X ,V : VTAB 22 : 

PRINT 
1220 PRINT "COMMAND?" " ; : GETCS : SCALE= 

S : ROT=R : XDRAWAATX ,Y 
1230 IFCS = "I" THEN y = Y- 5 : IFY<0THENY 

= 155 
124fl IPCS = "J" THEN X = X - 5 . IF X < THEN X 

= 275 
1250 IFC$="K"THENY = V + 5 : IF Y> 155 THEN 

Y = 
1260 I F CS = "L" THEN X = X + 5 ; I F X > 275 THEN 

X = 
1270 IPCS- "S" THEN S = S + 1 : IF S> 255 THEN 

5=1 
1280 IFCi = "R"THENR = Ri I : IF R> 63 THEN 

R = 
1290 IFCS = CHR$ (13 ) THEN 1180 
1 300 I F CJ = CHRS ( 27 ) THEN POKE - 16303 , : 

POKE 35 ,24 : GOTO 140 
1310 PRINT CS; TAB( 15 );X; TAB( 20 ) jY; TAB( 

25);R: TAB(30)iS 
1320 SCALED S : ROT^ R : XDRAH A AT X ,Y : GOTO 

1220 
1330 HOME :At = "DOS' COMMANDS 

GOSUB 270 ; NORMAL 
1340 DS = CHRS (13 ) + CHR$ (4) 

510 

PRINT "(C)ATALOG" 
(L)OAD' SHAPE" 

PRINT "{M JAKE" SHAPE' TABLE" : 
PRIfn""(S)AVE" SHAPE" 
PRINT ■'<ESC>' FOR' EXIT" 
GET G$ : I F C$ = CHRS (27 ) THEN 



1350 PRINT 

PRINT 
1360 PRINT : 

PRIffT : 
1370 PRINT: 
1380 VTAB 20 

140 

1390 IF CS = T' THEN 1440 
1400 IFCS = "L"THEN 1470 
1410 IFCS = "M"THEN1570 
1420 IFCS = "S"THEN2030 
1430 GOTO 1380 



■ INVERSE ; 
ONERR GOTO 



PRINT 



zo 
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1440 HOME .A? = "CATALOG" : INVERSE : GOSUB 

270 : NORMAL 
U50 PRINT DS; ■'CATALOG'' 
1460 PRINT : PRINT "PRESS' ANV' KEV/ " ; : 

GETCS : GOTO 1330 
1470 HOME :A5 = "LOAD^ SHAPE' CODES" : GOSUB 

270 
1480 PRINT : INPUT '■ENTER' SHAPE' NAME;' " 

,FS 
1490 IFFi = ""THEN 1330 
1500 PRINT D?; "ViRIFY^SH." ,F$ : PRINT DS; 

"OPEN' SH." ;FS 
1510 PRINT D?; "READ" SH." ;F$ ;F = 
1620F = FM :G(F)=0 : INPUT G(F) 
1530 tFG(F) =aANDF^lTHEN1550 
1540 GOTO 1520 

1550 PRINT D$, "CLOSE' SH " ;F$ 
1560 GOTO 1000 
1570 HOME ;A( = "MAKE" SHAPE' TABLE" 

270 : 1 = 
15B0I = I + 1 :T$(1 ) = "" : IF I > 255 THEN 1 = 

I - 1 : GOTO 1650 
1590 PRINT "ENTER' SHAPED" ;l: ":'■" ; : 

INPUT"" ;TS(1 ) 
1600 1FTS(I ) = "" AND I > 1 THEN 1 = 1-1; 

GOTO 1660 
1610 IF I -1ANDTS(1 ) = "" THEN 1330 
1620 ONERRMTQ 580 
1630PRINTDI; "VERIFY' SH," ;Ti[l ) ; PRINT 

DS; "OPEN' SH." ;TS(I ) 
1640 PR I NT DS; "CLOSE' SH." ;Ti(l ) 
1650 GOTO 1580 
1660 HOME ; PRINT TAB(1 ), "SHAPE' #" ; TAB( 

10); "SHAPE' NAME" 
1670 PRINT TAB ( 1 ); " 



GOSUB 



TAB( 10 ) ; 



4 



1680FORJ = ITO I : PRINT TAB( 1 );J; TAB( 10 

);T$(J ) : NEXT J 
1690 PRINT : INPUT "ENTER' NUMBER* TO' 

CHANGE' (0' -' NO' CHANGE):' " ,K$ :K = 

VAL {K$ ) 
1700 1FK< 10RK> I THEN 1800 
1710 INPUT "ENTER' NAME' OF* NEW SHAPE;' " 

;Ti(K) 
1720 IFTHK ) = "" THEN 1760 
1730 ONERR GOTO 540 
1740 PRINT D$; "VERiFY' SH," ;THK ) : PRINT 

D$; "OPEN' SH,'^ :TS(K ) 
1750 PRINTD$; "CLOSE' SH." ;Ti(K ) ; GOTO 

1660 
1760 I = 1 - 1 : FOR J = K TO 1 
1770T$(J)=TJ{J + 1) ;NEXTJ 
1780 IF I <1 THEN 1570 
1790 GOTO 1660 
1800 PRINT ; INPUT "ENTER' SHAPE* TABLE' 

NAME;' " ;NS 
1810 IFN$ = "" THEN 1660 
1820 ONERR GOTO 1350 
1830 PRINT D$; "VERIFY'' TB." ,N$ 
1840 PRINT "EXISTING' SHAPE" TABLE.' ENTER' 

NEW NAME." ; GOTO 1690 
1850 IF PEEK (222 ) <> 5 THEN 510 
1860 POKE 215 ,0 ; HOME . INVERSE .M = 

" SHAPE MABLE:' " + NS 
1870 VTAB 14 - GOSUB 270 ;A$ - "PLEASE' 

WAIT!" ; VTAB 18 : GOSUB 270 
1880 NORMAL ;ML = 163S4 ; POKE ML . I ; POKE ML 

+ 1 .0 
1390MM = ML + 2 * (1 + 1) ;MN = ML + 2 
1900 FOR L = I TO I ; ONERR GOTO 510 
1910 = MM -ML IF Q> 255 THEN 1930 
1920 POKE MN .0 : POKE MN f 1 .0 : GOTO 1940 



193011= INT (0/256) :V = Q-U * 256 : POKE 

MN.V ;P0KEMN + 1 ,U 
1940MN = MN + 2 ; PRINT D$; "OPEN' SH." ;TJ(L 

) :T = 1 
1950 PRINT DJ; ■'READ'SH." ;T$(L ) : INPUT 

GS ;G = VAL(G$) 
1960 POKE MM ,G ;MM^MM+1 ; IFG = 0ANDT>1 

THEN 1980 
I970T = T+ 1 ; GOTO 1950 
1980 PRINT D$; "CLOSE* SH." :T$CL ) ; GOSUB 

270 : NEXT L 
1990 PRINT DJ; "BSAVE'TB," ;N$; ",A" ;HL; 

",L" ;MM-ML 
2000 PRINT ; PRINT "SHAPE' TABLE;' " ;NS ; 

PRINT "STARTING' ADDRESS:' " ;ML 
2010 PRINT "LENGTH:' " ;MM - ML 
2020 PRINT "PRESS* ANY' KEY.' " ; ; GET CJ : 

GOTO 1330 
2030 HOME ;AS = "SAVE" SHAPE' CODES" ; GOSUB 

270 
2040 PRINT ; INPUT "ENTER' SHAPE' NAME;' " 

;F$ 
2050 IFF? -""THEN 1330 
2060 IFG(1 )=0ANDG(2 ) =0 THEN PRINT 

"BAD' SHAPE" : GOTO 2110 
2070PR1NTDI; "OPEN'SH," ;F$ ■ PRINT 01; 

"DELETE" SH," :FJ 
2080 PRINT DS: "OPEN' SH." ;FS ; PRINT D$; 

"WRITE' SH." ;FS 
2090 FOR I = 1T0F : PR1NTG(1 ) ; NEXT I 
2100 PRINT D$; "CLOSE' SH." ;F$ 
2110 PRINT "PRESS^ ANY' KEY ' " ; : GET CI : 

GOTO 1330 
2120 DATA' 2 ,0 ,6 ,0 .8 ,0 A .0 .45 ,45 

,62 ,63 
2130 DATA' 55 ,45 ,45 ,62 .63 ,55 ,45 ,45 

.4 .0 



checksums 


10 


- SBADD 


1080 


- S92D4 


20 


- S9B13 


1090 


- S7121 


30 


- S4D3B 


1100 


- $7B91 


40 


- $AD9Z 


1110 


- IB6BE 


B0 


- IC899 


1120 


- (6848 


60 


- il2CC 


1130 


- S75F5 


70 


- $1F00 


1140 


- $0651 


^0 


- S0CF2 


1150 


- J4CA3 


90 


- SF15F 


1160 


- I6E15 


100 


- $0C7B 


1170 


- SABCS 


110 


- S3SEC 


1180 


- SE069 


120 


- $1787 


1190 


- SCDD6 


130 


- 51028 


1200 


- $0558 


140 


- $40EC 


1210 


- $2045 


150 


- $A356 


1220 


- SOEBl 


160 


- ICIFA 


1230 


- i08A8 


170 


- iF2SC 


1240 


- S20F5 


180 


- S35D6 


1250 


- S42EB 


190 


- $4B22 


1260 


- $0425 


200 


- $ABE2 


1270 


- S3C56 


210 


- t£D72 


1280 


- U653 


220 


- $357B 


1290 


- S7C5E 


230 


- SE8F2 


1300 


- i4CEA 


240 


- $3D5B 


1310 


- 15428 


250 


- HFFF 


1320 


- m26 


260 


- IDB5F 


1330 


- S8DAE 


270 


- SF428 


1340 


- 5EE91 


280 


- S9DEE 


1350 


- ?5C0F 


290 


- S9BB7 


1360 


- I120C 


300 


- $0E37 


1370 


- I71B6 


310 


- $B6FD 


13S0 


- S74C5 


320 


- J7005 


1390 


- S4E6B 


330 


■ S0428 


1400 


- $F589 


340 


- SEC80 


1410 


- $A34F 



350 


- SE379 


1420 


$FC0D 


360 


- S9520 


1430 - 


- SE3ZF 


370 


- SC898 


1440 - 


- SFF2C 


380 


- SC349 


1450 - 


- $A60A 


390 


- $5374 


1460 


- $1854 


400 


- SCD6D 


1470 


- $109E 


410 


- i95BF 


1480 


- $7E27 


420 


- JD434 


1490 


- $9636 


430 


- $8ESF 


1500 


- JACX 


440 


- $F680 


1510 


- tD27C 


450 


- S1262 


1520 


- SDA5A 


460 


- SAB8F 


1530 


- S7F78 


470 


- $13DA 


1540 


- $FCBD 


480 


- $444C 


1560 


- J4EF1 


490 


- $4734 


1560 


- $358A 


500 


- IBC79 


1570 


- $6837 


510 


- SASaF 


1530 


- yiFi 


520 


- $C292 


1590 


- SC7C5 


530 


- 14848 


1500 


- IB293 


540 


- SIFFB 


1510 


- $AOFl 


550 


- $769B 


1G20 


- $F35C 


550 


- $0617 


1630 


- $EC92 


570 


- 12482 


1640 


- SD75D 


580 


- S104E 


1650 


- $583E 


590 


- JBFDl 


1660 


- $1F82 


600 


- S70E2 


1670 


- $297D 


610 


- $BA45 


1680 


- S1F9D 


620 


- $AE69 


1690 


- JDDA6 


630 


- $D2C8 


1700 


- $EA90 


640 


- SD947 


1710 


- $5302 


650 


- SEFAD 


1720 


- S8B4G 


660 


- $ACDC 


1730 


- $E7D7 


570 


- t874A 


1740 


- $74B0 


680 


- $2D4B 


1750 


- $F5A3 


690 


- S5EE6 


1760 


- $2804 


700 


- tDA63 


1770 


- S07DB 


710 


- $A95A 


1780 


- $0631 


/20 


- S7D11 


1790 


- $6248 


730 


- SFC80 


1800 


- $8049 


740 


- 57850 


1810 


- $3020 


750 


- J3377 


1820 


- S9040 


760 


- $A40B 


133B 


- $3631 


770 


- SC70E 


1840 


- (6E45 


780 


- SEB2D 


1850 


- $C4E0 


790 


- $AA47 


1860 


- $5CDA 


800 


- $7Ca8 


1870 


- S20C6 


810 


■ $e55E 


lasa 


- $3EA3 


820 


- S4831 


1890 


- $50D1 


830 


- SEEB4 


1900 


- $9D16 


840 


- $7081 


1910 


- S5DDE 


850 


- IA178 


1920 


- $A346 


S60 


- $43AE 


1930 


- $B34D 


870 


- S56E8 


1940 


- $7F42 


880 


- $F743 


1950 


- $6084 


899 


- $5BE9 


1960 


- SDC4F 


900 


- JCF24 


1970 


- $C0E3 


910 


- il7ED 


1980 


- J8271 


920 


- SA2B7 


1990 


- $237C 


930 


-$33F3 


2000 


- $C2AB 


MB 


-, fF362 


2010 


- S8B19 


:9Sfl 


- S9116 


2020 


- $EDB6 


960 


- iC65F 


2030 


- $0264 


978 


-$2987 


2^40 


- $8400 


980 


- $7BeE 


2050 


- $8F71 


990 


- $305F 


2060 


- $A518 


1000 


- $7FF9 


2070 


- IE9EF 


1010 


- S737B 


2080 


- $25B3 


1020 


- $0659 


2090 


- SBD04 


1030 


~ $8066 


2100 


- $5257 


1040 


- $BA56 


2110 


- IA595 


1050 


- $B91F 


2120 


- $F006 


1050 


- SFAAD 


2130 


- $5FDF 


1070 


- $3BA0 
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Amazing 
Computer 
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by Rich Etarip 



I have come up witli several neat programs, 
tricks and modifications for the Apple that can 
be quite interesting and fim. In this anii;le I will 
shovif you the following: 

1) How unbelievably fast machine language is 

2) How to get rid of that annoying grinding your 
disk drive makes upon encountering an I/O 
ERROR 

3) How to possibly increase the running speed 
of a video game 

4) A way to encode an assembly language IMP 

5) How to BSAVE a binary file without typing 
the A$,LS parameters. 

6) How to encode an assembly language routine 
SO it can't be read. 

First lets start with ni]mber 1 . As everyone 
knows, machine language is the native tongue 
of the Apple, Any other language you program 
in must be translated to something die computer 
can understand before it can be executed. As 
an example, imagine you were trying to speak 
to a Spanish person but you didn't know a word 
of Spanish. All you had was an English /Spanish 
conversion dictionary, h would take you almost 
forever to translate each individual word to 
Spanish as you were speaking than if you knew 
how to speak Spanish. However, this is 
BASICally (no pun intended) how Applesoft 
BASIC works. Each instuction must first be 
translated to machine language by die BASIC 
interpreter before it can he executed. Tliat is 
why BASIC rans so slow. Wouldn't it be a treat 
if machine language was as easy to program in 
as BASIC? 

Now let's gel lo my example. First take out 
your Apple master diskette and nin the program 
called COLOR DEMOSOFT. Next, choose 
option 3, the kaleidoscope. I really liked the 



colorful design of this kaleidoscope but it was 
just too slow so I decided to do something about 
it. I simply sat down and translated the 
program, one instruction at a time, to machine 
language. I could not heleive Uie difference in 
speed from BASIC to machine language. It took 
BASIC about 21 minutes to complete the entire 
program where it took machine language only 
30 seconds. That's about 42 times faster than 
BASIC. Now key in die following listing at 
$1000: 



1008 
1010 

1018 

mis 

1028 
1030 

1038 
1040 
104S 



1050 
1058 

1060 
1068 
1070 
1078 
10S0 
1088 
1090 
1098 



10C8 

10D0 
1008 
10E0 
10E8 



4C 20 

65 01 
A5 00 

00 E8 
20 53 
36 02 
85 04 
05 A5 

01 20 
18 59 



00 A5 
85 08 
20 flE 
0B AS 

01 20 
18 65 
0A A5 
F8 A4 
A4 0a 
28 38 



10 AG 00 

CA D0 FA 
38 E5 01 
4C 10 J0 
FC 20 40 
A9 01 85 
A5 03 18 
04 85 00 
03 10 85 
03 85 07 



A9 00 18 
60 A2 m 

90 06 35 
SA 60 00 
FB A9 03 
03 A9 00 
55 04 85 
A9 03 85 
06 A5 03 
A5 03 85 



S2 85 01 20 03 

85 00 A9 0C 85 
10 85 09 A5 00 
06 85 m A5 07 
0E 10 85 0A AS 
0B C5 03 90 02 
0A 18 65 09 20 
03 A5 05 20 00 
A5 03 20 00 F8 
E5 03 85 0B A9 



10 
01 

85 
85 
00 
E6 
64 
F8 
A9 
28 



10A0; 38 

]0A8: 0C 

10B0; 20 

1088: 00 

10C0, F8 



E5 05 85 

20 00 F8 
00 F8 A4 
F8 A4 0B 
A4 03 A5 
0C A5 03 
A5 04 C9 
A5 03 C9 
A5 02 C9 
32 10 4C 



0C A4 
A4 0C 
05 A5 
A5 05 
0C 20 
20 00 
14 D0 
14 D0 
33 00 
2E 10 



0B A5 

A5 0B 
0B 20 
20 00 

00 F8 
F8 E6 
11 E6 
0C EG 
07 60 
4C 2A 



10F0: 10 



$3535 

f8F4E 
J62FC 
$6450 
$C26E 
$CA80 
$8941 
(FE71 
$9C41 
$C356 



$7DF8 
|7A0a 
tDFlS 
$1440 
S21E6 
SF45F 
$3EF8 
iSABe 
I2B16 
■M9BD 



i7DlD 
SEA7F 
$86 IB 

ma 

JA49C 
SCB50 
$399F 

$F042 
$A99E 

mBd 



S085C 



Once the listing is entered type 1000G to run 
the program and you will see what I mean. If 
you don't know liow to program in machine 
language yet, I highly reccommcnd that you 
learn it. I've had a lot of fun with it since I 
learned. 

Sounds from Heaven 

How many of you can't stand that obnoxious 
grinding sound your di.sk drive makes when it 
can't read. I would like it if DOS would tell 
me kindly when it has run into a problem rather 
than barking at me and letting all the neightors 
know that I've run into an I/O ERROR (I have 
a very loud disk drive). Somebody who doesn't 
know that it is the disk drive making that noise 
may think that I own a mad dog. 

When DOS encounters a probicm, it 
recalibrates the arm of the disk drive back to 
track and when ii reachej. track and tries 
to go further, the disk drive makes the grinding 
sound because track is as far as it can go. 1 
looked through DOS ajid Tigured out where it 
was coming from. At $BDD2 begins the routine 
that causes the disk drive to grind. I made a 
modification to tJiis to remove the sound and 
everydting seems to work just fine. It seems to 
me that this sound was put into DOS only as 
an effect. Don't quote me on it because I'm not 
positive but that's the way it appears. All you 
have to do is type; 

BDD4:4C »4 BE 

to bypass die routine and you should be free 
of that ugly sound. For a test, open your disk 
drive door and try to CATALOG your disk. If 
if is working correctly, the only thing you 
should hear is a -BEEP-. If you wish to make 
this cliange to the DOS already on your disk, 
read Track Sector 7 and at byte $D4 enter 
4C 04 BE. 

And faster, and faster... 

The diird neat diing I'd like to show you is 
how to increase the running speed of some 
Apple video games. The monitor delay routine 
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is located at $FCA8, Quite a few video games 
are slowed down (if they run too fast) by using 
this routine. Now if we were to load in a game 
and search through memory for every JSR to 
$FCA8 and skip over all of them, the game 
would run somewhat faster. Of course this all 
depends upon how much the game was 
originally slowed down by this delay or if the 
programmer used his own delay rouline. The 
following program will search memory tor calls 
to SFCA8 and change them all to JSR .SFCB3 
which is simply the RTS from the routine. 



1280- 


A2 00 


LDX 


#S00 


0282- 


BD 00 08 


IDA 


$0800. X 


0285- 


e9 A8 


CMP 


m& 


0237- 


D0 0C 


BNE 


$0295 


0289- 


BD 01 08 


LDA 


1080 l.X 


028C- 


C9 FC 


CMP 


#$FC 


028E- 


D0 05 


BNE 


$0295 


0290- 


A9 B3 


LOA 


mz 


0292- 


90 00 08 


STA 


mm. I 


0295- 


E8 


INX 




0296- 


D0 EA 


BNE 


$0282 


029B- 


EE 84 02 


INC 


$0284 


029B- 


EE 86 02 


INC 


S028B 


029E- 


EE 94 02 


INC 


$0294 


02AI- 


AD 34 02 


LDA 


$0284 


02A4- 


C9 95 


CMP 


n% 


6m- 


Dfi DA 


BNE 


$0282 


02AS- 


6C 72 AA 


J MP 


(SAA72) 



I wrote this program a few years back and 
tried it on quite a few games. The ones I 
distinctly remember it having a major effect on 
were Sneakers and Super Invaders. Supjer 
Invadeni became viitually unplayable because 
it ran .10 fast. Type it in and try it on your 
games. To save it to disk, type: 

BSAVE DELAV REMOVEH,A$28e,L$2B 

Here is how lo use the program: 

1) BLOAD DELAY REMOVER 

2) BLOAD (your game) 

3) CALL 640 (from BASIC) or 280G (from 
assembly) 

The delay remover program will 
automatically run the game when it is finished 
but you MUST load ihe delay remover 
BEFORE you load the game or it will not work. 
Have fun widi it' 

Confusion City 

There are a number of different ways you can 
encode a J MP in machine language so a person 
(racing tli rough your program would have a 
hard time figuring out where jl is going. For 
instance, if you see a JMP ($0000) where would 
you think it was jumping? An indirect jump 
such a.<; this causes a jump to the location stored 
in $0000 and S0O01 . For instance, if the values 
in $00 and $01 are 00 and 40 respectively, that 
means n will jump to S400O. BUT... What 
would you tliink if you saw this JMP (S00FF)? 
The program will Jump to the location stored 
iti $80FF and $0100? WRONG!! 

Tills is a good way to fool somebody because 
that is what they will think. What will really 
happen is it will jump to the location stored in 
$0«FF and $0000. This is the infamous JMP 



bug in the 6502 microprocessor. This bug has 
been fixed in later releases of the 
microprocessor (such as the 65C02 and the 
65816). Some older programs (like Disk 
Organizer for example) used this technique as 
part of their copy protection. They wUl do a 
JMP to some ending page address, like S2FF 
and store the real place they want to Jump to 
at $2FF and $200. Programs that use this will 
not work on the new //e's and certainly not on 
the //gs. 

Wliere Was That File Again? 

The next thing I have is a DOS modification. 
How many Umes have you BLOADed a file and 
wanted to save it to another disk so you had to 
enter the monitor and took up locations $AA72 
and $AA73 for the Stan address and $AA60 and 
$AA61 for die length? It gets kind annoying to 
have to do that all the time so I have come up 
widi a short routine you can patch into DOS 
that will BSAVE your file with the start adtlress 
and length of the last BLOADed file. If you 
wish to BSAVE your fde with different 
parameters, simply type them in as you 
normally would. 

Make the following modifications to DOS for 
this option: 

A333:20 DF BC 

BCDF:A9 

BCE0-08 2D 55 AA C9 08 FB 0C 
BCE8.AD 50 AA 80 6C AA AD 61 
BCF0:AA 8D 6D AA A9 09 50 

If you wish to make these changes directly 
to your disk, edit track 1 , sector 2 staning at 
byte 33 and track 0, sector 6 starting at byte DF. 

When a BSAVE command is i.ssued, this 
routine checks if the A$ and LS paraiiieters have 
been typed. The BSAVE command uses the 
value in location $AA65 to specify what 
parameters have been typed. Here are the values 
used: 

00 - Nei tiler AS or L$ have been typed 

01 - Only AS has been typed 

08 - Only L$ has been typed 

09 - Both A$ and L$ have been typed 

Now, to save a fde with the same A and L 
parameter,'! it was loaded with, you simply type: 

BSAVE niename 

The Dread Assembly Scramble 

The final thing 1 have is a neat way to 
scramble assembled machine code so it is not 
readable, at leasi not easily readable. All you 
have to remember is the numbers $07 and S20. 
Insert these values between each assembly 
instruction (or every other assembly insimction 
or however you prefer) and when it is listed. 
it will come up as junk. Other values besides 
$07 and $20 will also work, but then again, a 
lot of them will not. I've seen $04 and $5E used 
also. 

This works best when encoding short routines 
that you want to hide like nibble count programs 
because you can't tell what it is by looking. 
Actually, it doesn't even look like executable 



machine code. The $07 code is an undefined 
assembly language instruction and comes up 
with three question marks when appearing in 
a listing. Somehow, when machine language 
encounters Uiis byte, it skips over it and die next 
byte also. These codes arc not used by llie 6502 
microprocessor and so it just skips over them. 

This technique will not work if you try it on 
an enhanced Apple l/t or an Apple //c because 
the new microprocessor (65CM7) has an 
expanded instruction set. Take a look al the 
following listing: 

20 40 FB JSR $FB40 



1003- 


A9 02 


LDA 


Sifl2 


1005- 


20 £4 F3 


JSR 


$F864 


1008- 


A0 m 


LOY 


#S00 


100A- 


AS 27 


LDA 


*$27 


100C- 


85 2C 


STA 


S2C 


100E- 


A9 10 


LDA 


«10 


1010- 


20 19 F8 


JSR 


$F319 


1013- 


60 


RTS 





This is a simple [nachine language routine 
using lo-res commands to draw a horizontal 
blue line across the screen. I'm sure you 
wouldn't want bother hiding a program like diis 
bul il is just used as an example. Now take a 
look at this listing: 



1000- 


07 


v.t 




1001- 


20 20 40 


JSR 


54020 


1004- 


FB 


??? 




1005- 


07 


rn 




1006- 


20 A9 02 


JSR 


$02A9 


1009- 


07 


??? 




100A- 


20 20 64 


JSR 


$6420 


100D- 


F8 


SED 




100E- 


A0 00 


LDY 


#$00 


1010- 


07 


?" 




1011- 


20 A9 27 


JSR 


$27fl9 


1014- 


07 


!?? 




1015- 


20 85 2C 


JSR 


$2C85 


ims- 


07 


IV. 




1019- 


20 A9 10 


JSR 


S10A9 


101C- 


07 


IV. 




101D- 


20 20 19 


JSR 


$1920 


1020- 


Fa 


SED 




1021- 


07 


??? 




1022- 


20 60 00 


JSR 


$0060 



This program functions EXACTLY die sajne 
as the previous one The only difference is that 
S07 and S20 have been inserted between each 
instruction. It executes exacdy the same except 
il can't be easily read. 

This example uses no internal Jumps or 
brdnches howevet . You have to be very careful 
when using branches within the routine if you 
aie entering it directly into the monitor by hand. 
Since ihcrc is a lot of address changing when 
you are placing two bytes between each 
assembly instruct ion, you have to make sure 
diat die branches and jumps are going to die 
correct location. However, if you use an 
assembler, it should be quite simple. 

Well, that wdl about wrap it up. Hope you 
will have f\in with these tricks and modifications 
and if you come up with any of your own be 
sure and send diem to COMPIJTIST. 
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softkey for... 



star Blazer 




by Jim S. Hart 



Lost Tomb is one tough game. Veterans 
of the game know what 1 am talking about. 
Beginners rarely venture beyond the fir;:! 
two levels for quite some lim:;. After playing 
tlie game lor a couple of weeks and getting 
nowhere fast, I figured it waa lime to 
"explore" the pyramid. This meant it was 
time to get unlimited men and whips. 

In most games, different memory 
locations hold items of data such as the 
number of men left, ,ship damage, etc. Wlien 
a man is lost, tliat loeulion is decremented 
by one. My idea was to scan through the 
Lost Tomb code for the "dcercment 
memory location by one" opcode (SCE). I 
wrote down where each of tliem occurred, 
proceded to change them one by one, and 
observed what happened after the change 
was made. It turns out that the "men" 
memory location was at $2F4 and the 
"whips" location was at $2F1, To get 
imiiiiiited men, scan your Lost Tomb disk 
or file for the byte.!! CE F4 02 and replace 
them widi EA EA EA, 

The wliips location was a bit trickier to 
find. The whips number is loaded into the 
X-register and then the X-register is 
decremented. This is then checked to see if 
it is positive (more whips left to use) and 
put back into the memory location if so. 
Luckily this code is right near the "men" 
code or ii mighl have never been found. To 
get the ability to have unlimited whips, 
search the Lost Tomb code for the byte 
sequence AE Fl (}2 Fffl BA CA and change 
the final byte (CA) to a EA. This change 
should be pietty close to the unlimited men 
change. Enjoy I! I hope this tip mighi be of 
some use to otiier gamers in the APT hunt. 




by Rich Etarip 



■ ' ' - ' 



Bwderbund Software 

17 Paul Drive 

San Rafael CA 94903 

Requirements: 

48K Apple 

Initialized disk with no Hello program 

Star Blazer diskette 

Star Bla7er is a flm and quite addictive game 
from Broderbund Stiftware. Even though it was 
released quite a few yeais ago. I still fmd it fun 
to play. Being a smgle load program (that means 
there is no disk access once the game is in 
memory) the protection on Uie disk is quite 
extensive, 'I'he data on the diskette is encoded 
in 4+4 and every track on the diskette contains 
different address marks. The boot code on the 
disk is also quite difficult to trace because it is 
continuously changing tlie stuck pointer and 
using the KTS commands for practically all of 
its jumps. (In case you don't understand whai 
that means, instead of Jumping, the program 
will push the destination address on tlie slack 
and pretend it came from u subroutine. Then 
an Rl'S takes ttie two top values off the stack, 
adds one, and jumps to that address,) In 
addition, a theme program is loaded in before 
the game making things even haidei'. I even 
came across a nasty message from the author 
while tracing through one of the boot stages. 
It read: 

ARE YOU HAVING t UN? WHY 
DON'T YOU DO SOMETHING MORE 
CONSTRUCTIVE, LIKE WRllLNG A 
GAME AND MAKE SOME MONEY? 

I always enjoy coming across humorous 
messages like that while I am trying to deprotect 
a game. But continuing on... 

After countless hours of examining the boot 
code and disk format I finally managed to 
deprotect the game via Boot Code Tracing. 
Here is how it was done: 

I) The first thing you have to do is enter the 
monitor. 

CALL -151 



2) Move the hoot program from tlie disk 
controller card down to RAM so it can be 
modified. 

96M<C6W,C6FFM 

3) At $96F8 is a JMP S801 which is die start 
of the boot stage 1 from track sector of the 
dibk. Change this to jump to $9801 and at 598fll 
write a routine to turn off the disk drive and 
ju:np to the monitor. 

96FA:98 

9891: AD ES CB 4C 59 FF 

4) We are ready to execute the boot program 
at $9600. 

96mG 

5) Boot 1 is now loaded in at S800 and we have 
to move it to $9S00 to modify it to read in the 
next hoot stage and remrn control to us, 

98m<Hm.SFFM 

6) At ,$98(1.1 is an LDA S08(M.X followed by 
a STA $8200,X, This is relocating boot 1 from 
$800 to S20O, We have to change $9803 to load 
from $9800 instead because our modified boot 
1 IS at .59800, 

9««S:98 

7) If you look at S9837 you will see a JMP 
$0.101 , This is the jump to die next boot stage 
tliat is loaded in by boot i , Change thi.s to jump 
to the monitor instead, 

9838:59 FF 

8) Now execute the boot program again. 
968«C 

9) The disk drive will still be running so it 
should be mmed off. 

am 

10) Next, we have to move boot stage 2 from 
$300 to $9300 so we can change it, 

93ee<3»».3FFM 

11) Boot 1 is still jumping to $FF59 so change 
it to jump to the next boot stage at $9301 , 

9838:91 93 
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If you list thcough this boot stage, you will 
see readable machine code up until $9326 and 
the rest appears to be 'garbage' memory... but 
it really isn't. This boot stage does no disk 
access at all but rather, decodes the garbage 
memory into S10O (the stack area) and llien exits 
witli an RTS command. By tracing this, I found 
the RTS 'returning' to $B1. You can trace it 
yourself if you like torture but it would only 
add extra steps to this already long boot code 
trace. 

12) What we want to do here is write a routine 
to move page 51 up to page $9 1 and then jump 
to the monitor. The place to put it is S9325. 

3325:BD «« 61 9D 00 91 E8 D» F7 4C 
59 FT 

13) Once again, we can execute the hoot 
program. 

9600G 

14) Again, turn off the disk drive. 

ceE8 

Now let's lt.st through S91W. At $91FB is 
an LDX $0565 followed by a TSX and a BRK . 
The First two instruaions aren't confusing but 
that BRK is because it is a forced interrupt. Wait 
a minute... At $9131 is an LDX #$6« and a 
STX S0IFF. So the BRK at .f IFF really gets 
covered up by a $60 which is an RTS. What 
the boot stage in page S 1 does is load in yet 
another boot stage from $400 to $7FF and this 
RTS at SIFF causes a branch to S4A3, 

Before writing this article, 1 examined all ot 
the boot stages hoping to make the boot code 
irace as shon as possible. Because of this, you 
really won't have to trace through the boot stage 
at $4fl0. Besides, the text page is a real pain 
to work, with anyway. In this boot stage, pages 
S5 and $6 are moved down to pages $2 and $3 
respectively. Then die theme program from the 
game is loaded in. The text page hoot stage 
{sounds neat doesn't it) is csited by uii indirect 
jump to $200. Remember that $500 was moved 
to £200 so what we would need are Uie values 
at $500 and S501. I found them to be $00 and 
$63. First it goes to S6300 and th;it routine ends 
in an RTS and where it was gomg from there 
didn't matter to me anymore because by 
snooping through memory I had found the 
routine that loads the game itself in. 

It is loaded into $500 right before the theme 
program is executed. Well, I thought it was 
simple. All I had to do was make the boot code 
jump to the game loading routine instead of the 
theme program. I tried it and die disk drive just 
sat there and spun endlessly. With further 
examination of the boot code, I discovered diat 
the address marks are different on each track 
and the loading routine looks for them in zero 
page locations $F0, $F1 and $F2. Now if die 
proper values are not in those locations, of 
course ihc disk drive will not be able to read. 
There is also another value stored in SF3 tliat 
designates the end of u sector. Now the only 
problem I faced was finding out what these 
locations should contidn. Taking another look 
at the boot code. 1 found the values D5 AA D4 
B5 being stored in the address mark locations 



before jumping to the theme program. It seemed 
obvious that these were the correct values. Now 
1 should have everything I need to know. 

15) What we want to do uext is write a routine 
to make two changes to the text page before 
jumping to it. We could make the changes by 
hand but that would involve writing a memory 
move and adding extra steps to the boot code 
trace. Since ail we are changing is two byte-i;, 
a simple routine will do the trick easily . The 
question is wliere to put the rtvutinc. The text 
page boot is jumped to via an RTS as mentioned 
earlier. At $91 FB is where the stack pointer is 
changed before the RTS so diis is a good place 
to put a jump to our routine. 

91FB:4C M 95 

16) Location $9500 is a safe place to put this 
routine. The two bytes we want to change are 
the $00 at $500 and die $63 at $501 so it doesn't 
jump to S6300. Instead, let's have it jump to 
$9510 and where we will write a routine to 
handle the loading of the game, 

9Sm:A9 1ft 8I> »» »S A9 95 8D 81 »5 
AE 65 05 9A 6e 

What diis routine docs is store $10 and $95 
at $500 and $501. then finish vt-hat was being 
done at 591FB. 

17) Before wc write this routine at $9510 we 
can't forget about the boot routine at $9300. 
We never changed it after the last execution and 
it is still exiting into the monitor. Let's change 
it to move the modified page SI (which is at 
S91W) back down to page $1 and then jump 
io $ni where it was initially going, 

9327:91 
932A:B1 
932F:31 »1 

Now we're getting to the meat of the boot 
code trace. The routine at $9510 must do the 
following: 

A. Store die correct address marks in $F0 

through $F3. 

B. Patch a 4C ,'59 FF at die end of the loader 

routine so it will jump to die monitor when 
the game is loaded in, 

C. Jump to the routine to load in the game at 

$573. 

18) Enter the routine at S9510. 

951»:A9 D5 85 F» A9 AA 85 Fl 
9518:A9 D4 85 F2 A9 BS 85 F3 
9S2e:A9 4C 8T> BC 05 A9 59 81> 
9528:BD ftS A9 FF 8D BE 05 4C 7.3 flS 

19) Everything should be set now and wo arc 
ready to execute the prograin at 59600 to load 
the game in. 

96mG 

20) The game should now be loaded in su turn 
off the disk drive. 

GOES 

As you noticed, die disk drive was still 
lunniiig after the game was loaded in. What this 
usually means is that there is still more to be 



loaded in. Since the loader was originally 
jumping to $600 I took a look at S60O to find 
that it read in only a few bytes from the disk 
to make some last minute changes to the zero 
page, fhese are vital to Uie working of the game 
so I jotted them down for later use. As far as 
we're concerned, the entire game is loaded in. 

21) The game occupies memory from $800 to 
SA8O0 with hi-rcs page 1 ($2O0e-$3FFF) blank. 
We want to move page $89 through $A7 dov™ 
to $2 100 to scrunch the file and save page $20 
for 7,ero page data and the memory move 
routine . 

21fl0<89»O.A7FFM 

22) What we want to do now is make the 
changes to the zero page that were mentioned 
above. We will be moving page $20 down to 
page S00 during the memory move so the 
changes should be made to page $20 instead. 
Before doing that though, move page $00 to 
page $20 so the zero page pointers are not 
overwritten during the memory move, 

2««O<»0.FFM 

2e2»:Dl 17 08 17 IB 17 
2»28:6C OD 
2»4E:1C ID 

23) Before going any liirther, move page S8 to 
$9000 so it will not get overwritten when we 
reboot DOS. 

9O«0<8fl«,8FFM 

24) Now insert a blank diskette with NO 
HELLO PROGRAM and reboot DCS, 

C60ftG 

25) Enter the monitor again, 
CALL -151 

26) Now move page $8 back where it belongs. 
800<9»«0.9»FFM 

27) All that is really left is writing the memory 
move. Put it at $2080 because we need 
$20O0-$207F for the zero page. 

2»80:2ft 89 FE 20 93 FE A2 7F 
2ft88:RD 00 20 9D 00 00 CA 10 
2090:F7 A2 00 BD 00 21 9D 00 
2098:89 ES U0 F7 EE 95 20 EE 
20Ae:98 20 AD 95 20 C9 40 D» 
20A8:EA A9 99 8D 00 02 A9 19 
2ftB0:8n ftl 02 6C 20 00 

28) Now pui a jump to tliis routine at $7FD right 
before the stan of the program. 

7FD:4C 80 20 

29) Finally, patch DOS to save a file longer dian 
$7FFF and save Star Bla/er to your disk. 

A964:fT 

BSAVE STAR BLAZER,A$7FD,L$81ft3 

You now have Star Blazer deprotcctcd in a 
BKU.Nable lile. Now dig into the game code 
and find a way to 'cheat' on it. Have fun!! 
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softkey for... 



Science Tool Kit 



by Stephen Laii 



the low-res page, and then reads three sectors 
off the disk using the disk controller ROM's 
subroutine at $C65C, as shown here. 



Broderbund Software Inc. 

1 7 Paul Drive 

San Rafael. CA 94903 

Kequirements: 

64K Apple II Plus, //e or //c 
Super lOB vl.5 
a blank disk 

Science Tool Kit is a rather new release ftom 
Broderbund. Along with the Science Tool Kit 
master module is some hardware which enables 
your Apple compatible computer to act a.s a 
limer, a chait recorder and more sio that you 
can pertomi some scientific experiments. The 
Science Tool Kit enables you to record the 
results onto a standard disk. Also, optional 
Science Tool Kit program disks with different 
kinds of experiments will soon be avalable, so 
it seems tliai this program could be rather 
valuable to students who take science. 

Of course the first thing to do after buying 
expensive soltware is to back them up. I was 
a little bit annoyed when 1 found diat tliere was 
no built-in copy program on the disk while the 
other Broderbund programs (like Fantavision 
or Print Shop) have, even though they only 
allow you to make one backup only. So 1 tried 
to deprotect it. 

Using the CIA, 1 found that Science Tool Kit 
occupies the disk from track to track IF. 
Track 1 has a very strange format. At first J 
thought that this track contained no data, but 
later on I found that I was wrong. The other 
tracks seem to be encoded in normal DOS 3.3, 
except that the address trailer has changed from 
the usual DE AA to DE BB. 

This was rather easy to defeat. I immediately 
wrote a controller to convert Uiern back to 
normal value. Of course the resulting copy 
would not boot yet, so I boot code traced the 
disk. 

CALL 131 
96efl<C6ee.C6F7M 
P6F8:4C S9 FF 
960eG 

seiL 

Upon close examination of the Bootl code 
of Science Tool Kit, I noticed Ihat the first part 
of it simply sets up some values in page 3, 
draws a pattern on die tow -res page, displays 



33C 


m i/$4C 




33E 


STA $S01 




841 


LOX ?2B 


load x-register and 


843 


TXA 


accuMlator 


844 


LSR 


with the slot*16 (460) 


845 


LSR 




846 


LSR 


divide by 2 four times 


847 


LSR 


to get a result of S 


848 


ORA am 


OR with C0 to get C6 


84A 


STA $859 


store at $859 


S4D 


LDA J85B 


load data 


850 


BMI $S6B 


if FF then branch to 


852 


STA 130 


$86B 


854 


INC WE 


point lo next sector 


857 


J MP $Cx5C 


Changed lo point to 


85A 


00 


disk II slot (SC65C) 




0D 


physical sectors to be 




0B 


loaded 




09 






FF 


end of table 



This subroutine is of rather great importance 
in this softkey, you'll see why later. After 
loading die three sectors into pages S9.$A, and 
$B, control passes to $86B which sets up some 
zero page pointers. At $877 and $87C are two 
JSRs to S9m and S946 rcspeciiveiy. Then it 
exited through a .IMP SI MO. 

Listing the code at S90(J and S946 , 1 soon 
found out that $900 is a seek track subroutine, 
the accumulator holds the value for the track 
to seek to, the code at S946 checkcs for a header 
of D4 D7 F5, and then using 4 + 4 encoding, 
reads a total of six pages into $10TO-I15FF, 
Then control passes to $100®, 

So, the to Iks at Broderbund had made life 
hard for us, in which the track to be eliminated 
contains essential code for the rest of the boot 
process. .So we'll have to somehow capture the 
code from $1000-$15FF, save it to the disk, 
load the data off the disk at the right moment, 
and of course we*ll have to eliminate the check 
on track 1 . 

Now the problem came. Unlike Fantavigion, 
there is no RWTS of any kind loaded Into 
memory at the time the JUMP SI CMC) is to he 
taken, so we cannot utiliiC the Broderbund 
RWTS to load the code necessary for the rest 
of the boot. But, remember the code which 
loads the three sectors off the disk? Upon close 
examination of track 0, only (logically 
numberedl sectors 0,1 ,2,3 are used, so we can 



place the code at track 0. sectors 4-9, and 
change die BOOTl code to load sectors 1-9 into 
page S9 through page $11 Finally, we'll place 
a small subroutine at $946 which moves the 
code from SC0O-$11FF to $100fl -$15FF, .So 
let's move. 

First the code from $1000-S15FF needs to 
be captured. 

CALL- 151 

%FS:A9 59 80 Sfl 88 A9 FF 8D 81 08 
4C 01 08 

(patch the S10O0-$15FF code:) 

l«e8:EA EA EA 
136C:AA 

BSAVE CODE,A$10efl,L$6«0 

The edits to make on the BOOTl code are: 
Add sectors to the loading table: 
85E; 7 5 3 1 E C FF 
Move the code to its working location: 



946: 


A2 ge 


LDX #$00 


948: 


BD 60 11 


LDA S1100,X 


94B: 


9D 00 15 


STA $ 1500.x 


94E; 


E8 


INX 


94F: 


m F7 


BNE S948 


951- 


EF 4A m 


DEC $94A 


954: 


EE 4D 09 


DEC $94D 


957: 


AD 4A 09 


LDA S94A 


95A. 


C9 m 


CMP «0B 


95C; 


00 E8 


BNE S946 


95E. 


50 


RTS 



I made these changes to my Super lOBed 
copy and booted the disk. The disk did boot and 
I could even get into the menu. But when I tried 
Eo do some experiments, I was rewarded wiQi 
the dreaded message "INSERT YOUR 
.SCTRNCR TOOL KIT PROGRAM DISK 
INTO DRIVE 1". I soon discoverd that during 
the hoot, another RWT.S was loaded into 
memoi^. which of course checked for the DE 
BB trailer. 1 simply normalized it and the 
program ran. 

The disk needs one more sector edit so that 
it'll have no problems when switching between 
the normal DOS 3.3 data disk and the program 
disk (there was a subroutine that changed the 
trailer back to DE BB after reading a data disk). 
Then the disk works like a charm. 
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About the Controller 

The controiler is just a modification of the 
FA^^^A VISION coau-oller (COMPUTIST No. 
28). The data to be written onto track sectors 
4-9 are directly loaded into the irack buffer 
{$2B00- $30FF) of Super lOB. After the 
controller has read track 0, sectors 0-3, into the 
beginning of ihe track buffer (S27M-S2AFF). 
the whole crunch (!6270O'$30FF) is written onto 
the backup. The subroutine at 2WW is just 
another way of sector editing a disk (aprt from 
thai in thelOB), which is more handy than tJie 
subroutine already in Super lOB when a series 
of code has to be patched. 

Step by Step 

1) Capture the code frtim $19M-$15FF. 

CALL-lSl 
969e<C6»».C6F7M 
96F8:A9 S9 SD 8» W* A9 FF 8D 81 08 
4C ei 88 

C6eeG 

leeSiEA EA EA 
136C:AA 

Insert a nonnal disk. 

BSAVE CODE,A$lflfl»,L$64)« 

2) Type in the Super lOB controller at the end 
of this article and run it. Remember to format 
the disk with a volume of 1. The program 
checks the volume to differentiate between the 
program disk and the data disk. 

3) Have fiin! 



controller 

1000 REM SCIENCE TOOL KIT CONTROLLER 
1010 TK = . ST = CD = WR : RESTORE : GOSUB 
170 : GOSUB 490 



1020 GOSUB 430 ; GOSUB 100 : ST = ST 4- T • I FST< 

4 THEN 1020 
1030 GOSUB 1120 

1040 GOSUB 230 ■ GOSUB 490 ;ST = 
1050 GOSUB 430 : GOSUB 100 : ST = ST + 1 : I F ST < 

10 THEN 1050 
1060TK = 2.LT=32:ST = 15:LSr.l5;CD=WR:FAST 

= 1 
1070 RESTORE : GOSUB 170 : GOSUB 490 : GOSUB610 
1080 GOSUB 230 ; GOSUB490 :T1=TK :TK = PEEK (TRK 

) - 1 ; RESTORE : GOSUB 310 :TK = Tl : GOSUB 

610 
1090 IF PEEK (TEK)=LTTHEH1110 
U00TK = PEEK(TRK) ;ST = PEEK (SCT) ; GOTO 1070 
11 10 HOME . PRINT "COPy" DONE!" : END 
1120 AS = "275E:7' 5' 3' 1" E^ C FF^ N ' 

2846:A2^0'BD'0'' ir 90" 0" 15' Er 00' 

F7' CE' 4A^ r CE' 4D* 9' AD" 4A' 9' C9^ 

B" 00' ES' 60' N' D9C5 
1130 FOR A = 1 TO LEN (A$ ) ; POKE 511 1 A , ASC ( 

MIDS (AS ,A ,1 ) ) + 128 
1140 NEXT : POKE 72 .0 ; CALL - 144 : RETURN 
5000 DATA 222 ,187 ,222 .170 
5010 DATA 2' CHANGES 
5020DATA8 .3 ,108 .170 
5030 DATA 4 ,19 ,159 ,170 
10010 PRINT CHR$ {13 ) CHRS (4 ) "BLOADCODE. 

A$2B00" 



***••*• 

IMPORTANT 

*••*••• 

NOTICE 

For readers of 
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magazine 



controller checksums 


I 


1000 - t356B 


1100 - JEAA4 


1 


1010 - $9BC5 


1110 - SABIF 


■ 


1020 - SD243 


1120 - $5305 


■ 


1030 - S590E 


1130 - ICOIA 


■ 


1040 - JD306 


1140 - J0B37 


■ 


1050 - $E45A 


5000 - 557 ID 


■ 


1060 - $DF14 


5010 - S6B26 


■ 


1070 - 50BC5 


5020 - I6G93 


■ 


1080 - SB0CC 


5030 - iSBDE 


■ 


10S0 - $5D4F 


10010 - S9FCF 


1 
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This issue (46) 

of COMPUTIST 

is late because 

it is now being 

edited and 
publistied by an 

ALL 

VOLUNTEER 

staff of dedicated 

users. 

COMPUTIST 

magazine itself will 
be undergoing 

some changes, too. 

And the next issue 

(47) will reflect 

these improved 

editorial and 

layout procedures! 
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MACINTOSH GRAPHICS FOR THE APPLE II 

Tool Kit 



The 



10 3 16 CrevlUeo Ave. 

Infflewoocl, Ca. 9 3 4 

(SI 3) 677-0801 



All artworlc far thli od tvm produced wUli Ihe (3RA.PHICS TOOL KJT 



I 



APPLE COMPATIBLES 
LOWEST PRICES ANYWHERE! 



E 



?S6K/80 Column BD w-SoTiwir* (iic] tl09 
SO Column BD - Vide* CDmp«i4bJe EH-l S 4ft 
2S0 CP'IJ BD rN■fl(•^ S 3» 

iBK Pi*m SO ■ w'Cabir ai.*i i ^ 

1?£K F^Am ao {ii-:lle] ' " .* aft 

GraoMEc Pflfa^iel BD - wf/Cabie Iti-'ilc^ % *■% 

CS £up«' Ceai^r V%t\ ... . i 2S 

PisH Dfi*e MM rSfjetity II*. Kr- fir ric: SlM 

Numeric Key Pafl-i6 Kevi I lie! 135 

Codin Fan w/Sur9f Prol*cift^ fiN'um J 7B 

.lov SJ«cf rspec^'v if' ue o^ uc^ I i* 

Joysitci w^Lflrgf tire ButWn I 2t 

Mini VACumrii Ci«ane{ . S tO 
Two Conirai SW Smes lA.B^ 

Fof CenliorTtc RSZ3? Conntciori } ?9 

RS232 G*nclsf Chn^O*fl Mi^M - F,F * 5 

ft&r^E Junptf Bo>«* - Dii" Noicneri % S 
*iS?32 Dji.t TcEicfi. S 8 



oic <rEAR WARiuNrr on mu. maaucK 

CJU.UWRrTE FOR COMPLETE LIST 

ADD S3 SMMTtHC (PirOnOM. not w- l>^t 



NEXO DISTRIBUTION 

91* E«it eth Str**t. SuMf 1M 

N>ilon*l City, CA 92DS0 

(619) 4T4-332B 10«rn-6pm Mon-Fri 



UNJU S SCHOOL O.O.'i WELCOME! 
VISA/MC OKAY— CO. 0. ADD tJ.OO 



Legends teJl of the days when the ancient back issues of Hardcore COMPUTIST were readily available to anyone who wished 
to purchase them. 1 hose days may be long since past, but the information contained in these ancient documents has been 
diligently transcribed to the pages of a modern reference worlt: 

The Book of Softkeys 



Volume 1: Compiled from issues 1-5 

contsins softkeys for: Afcalabclh I Ampermagie : A(^e tialaxian | A/Jei; | Bag nf Tricks | Bill'Eudee'a 
Trilogy I Buziand Bait | Caniiontiill Blit; | Casino I Data Reporter | Deadline 1 Diak Organizer II I 
Egbert II Communitaiions Disk i HatU Hat MacX | Hviiic Attimntanr I Homeword ! Lancaster | Magic 
Window (I I Mulli-disk (Jatalog | Multipiaii | Peke Patrol | Prisoner 11 I Sammy Lightfool I Screen 
Writei II I Sneakeri | Spy's Demi-a; I Starcrnss | Suspended I Ultima n | Visifik | Visiplot | VjsitrcnJ | 
Wiincss I Wizardry | Zork 1 | Zorl; II I Zotk 111 | PLUS how-to articles and prngram listings of need- 
tn-have programs used to make iinproteqed backups. 

Volume II: Compiled from issues 6-10 

tontains sofikeys for: Apple Cider Spidei j Apple L*jgo | Areade Machine t The Artist | Bank Street 
Writer I Cannonball Blitz | Canyon Clinilrcr i Caverns of Freitag | Cnish. Crtimble& Chomp I Data 
Factory i.B I DB Master I The Dic'tinn*nry | F.ssential Datii Duplicator I & IB | Gold Rush Kroll 
Lugo I Legacy of Llylgjimyn | Mask Of The Sun , Minit Man I Mouskartack i Music Constnjcuon 
Set I Oil's Well | Pandora's Box | Roboiron ' Sammy Lightfoot | Screenwriter H ^-2.2 I Sensible Spdicr 
4 .8. 4.0c, 4. Ic jihe Spy Strikes Back I Time Zone vi . 1 [ Visible Computer: 65B2 '! Visidex | Visitemi | 
ZaKxon I Hayden Sofware I Sierra Online Software I PLUS tlie coiiipleie lisliiig [jiihe ultimatEcrncking 
program.,. Super lOD 1.5 1 and tnorel 

Volume ni: Compiled from issues 11-15 

contains .softkey.s fnriAlien Addilioti | Alien Munchies I Alligator Mij^ | Computer Preparation SAT | 

Cut And Paste | Demolition Division | DLM (Developemcnt Lcarnmg Materials) sottwanc I EA 
(Electronic Aris) software j Einstein Compiler version ,').3 I tscape hruiii Kungislan 1 Financial 
Cookbook i Flip Out Hi-Res Computer Golf U I Knoware | Ut Pak | Ust Gladiator 1 1 .earning With 
Leeper | Lton'.i Share | Master Type vl.7 | MatlieMagic ; Minns Mission | Millionaire | Musie 
Consiruetion Set | One On One | PFS soflwaie | PS (Penguin) Suflware I The Quest j Rocky's Boots : 
Sabotage | Scadragon I Sensible Spcllci IV | Sniioper TrtHips II | SoftPorn Adventure | Sticltybear 
series i Suicide I Tel I Star I Tic Tac Show | Time Is Money | Tran.fylvania | Type Attack 1 Ultima 
Ui fcxodus I Zuoni Graphics | Breaking Loeksmiih 5.6 Fast Copy | PLUS feature articles on | Csavei | 
The Core Disk Seareher I Modified ROMs. 



To order; The Book of Softkeys 

D Volume I - $7.95 + $2 shippinK/handitag 

D Volume II - $12.95 + $2 shipping/handling 

U Volume III - $17.95 -I- $2 shipping/handling 
D All three volumes! - $30.00 + $2 ship/handling 
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Foreign orders (exeepi Ciiniufu Eind Mexico) please add S5 for 
.shipping mil tiatidiing. Washington residents add 7.8% sales tax. 
Most orders tire shipped within S working days, however, please 
allow 4-6 weeks delivery. US Fundii drawn on US banks only. 
Send to: 

Book of Snftkevs PO Box 110846-1 Tsttuma, WA 9UU 
(206) 474-S7S0 
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TRAC CARD 




Boot Process Memory Card 

fOn-Boare! Memory Stores Up To £Q0 Disks Of Accessed TnacKs While Powerd Up 
I Al] Disks Are Auiomaticdly Monitored From Ttie Moment You Powor Up. Tlie 

Tracks Are Divided Into Groups 0( "Boofed" Diste 
4.Sav8 Tima Wlien Using Backup Software- The Tracks Accessed May Be Displayed 

In Numeriol Order Or In Tfie Order In Whioh They Are Read 
+TRAC CARD Gives You Maximum Accjracy For Backing Up Software By Prcciseiy 

Storing 1 lA, VZ ard 3/4 Tracks. As Well As Full Tracks 
+You May Clioose 40 or 80 Column On Uonilor Or Dump Data To Printer. Name 

Eacti Disk When Printing Track List 
+Choose Eilhei Decimal Or Hexidccimal Readout 
+Use In Any Slot Including Slot #3 On He 
+ Works With Any Apple Compatible E 1M" Drive 
+ Works With Apple II, 11+ and lis. As Wall As Compatibles 



Prica $159.95 PiuE $3.00 Shipping S Handling 



Pereonol checks. M.O., 
Visa on<a Masletcord 

Phone 913 676-7242 



IRAK STAR 




Constant Dtgltai Readout of Disk 
Drive Head Position 

+ Works With Any 5 1/4" Apple Compatible Drive 

-i-Saves Copying Time With Nibble Programs 

+Copy Only Tracks Thai Are Displayed 

+lf Copied Prcsgfam Doesn'S Run, TRAK STAR Displays Track To Be Recopied 

+Di5plays Full and Half Tracks 

+0p8 rales With Any Apple Compatible Program, Including Prciecied Sofivnare 

+Di£play£ Up To 99 Tracks and Hall Tracks; Compatible With High Density Drives 

+Does Not Use A Slot in the Apple 

-i-For Apple II, 11+ and //s 

+Slmple One Minute Insiallation 

Price $99.95 Plus $3,00 Shipping S Handling 
Adaptor Cable Required For 2 Dnve System $1 3.00 
DuoDdisK 5 1/4" Unidiak and lie Owners Please Wiiie 



Apple 1$ y itf^isi^r^d Ifocfensgfk of Apple Composer Inc 



Midwest 



/MNs. 



Microsystems 



1030S Metcall, Suite 355 
Overland Park, KS 66212 



the COMPUTIST shopper 



Animate $43. 0B 

.■\ward Maker.. ... ., S23.75 

Bunk Streei Writer + (IZSK), , $46.75 

Bl;ak Cauldron $25.00 

C(;nil"i(;ii((.- Muker . S2S.(ffl 

Copy 11+.... $23 JO 

F15 Suikc Eagte S23.TO 

Flight Simulatur li $35 00 

GPLE $29.50 

Gamcmuker .-s..-.*-. .- $i2M 

Hacker II S25.00 

Hac-ker (I (OS) SMM 

H ill.- ti hiker tiuide , $20.00 

Kuraicka ....; $22,00 

Lcgucy lyl" Llykamyn . $15.00 



Lode Runner ,$22.00 

Magic Mindow tl $88.«0 

Magk Window lie $SSM 

Mulh Blastei S27.00 

Math Rabbit $25.0fl 

Mis;ht & Magic $32,00 

Multiplan . . $62.00 

IVlasic Studio (QS) $52,00 

Newsriiuiii 535,00 

Paintworks + (QS): S52.00 

Frintshop $32.«e 

Printshop Conipaiiiim ......... $26,0(1 

Reader Ralihil $25.00 

Reader Rabbit (GS) ,.:... S32.00 

Rocky'.-i BooLS S32.00 



Sargoii III S25.00 

Silent Service $23.00 

Summer Games 11 .^25.00 

Super Macroworks $29, .SO 

Where in the USA Carmen San Diego. $26,50 
Where in llie Woild Carmen San Dicg" $30.00 

Wizardry $32.00 

Word Perfect w/ Spellinfi Checker $95.ee 
WordPerfect (GS), . $95.00 

World Games ,.„, , , . . . $25.00 

Writer Rabbit $2^.00 

Writers Tfioice Elite (GS),. $60.00 

Zork 1 ...,,... $25.00 

Zork ■IVik)gy. :,,,,. ,,,^-., ,..,,.. $45.00 



How To Order 



• L'S ordere: Circle your .selection. 

If total order is less than S200, please add $2 per item shipping 
& handling. Orders over S200 receive free s;)iipping. Most orders 
shipped LIPS, i^u please use street address, 

• In Washington state, please add 7.85{ sales tax. 

• Of-'fer good while supplies last. All products are for the Apple 
II unless otherwise speciHed. 

• Foreign Orders: Please inquire as to appropriate shipping fees. 



Nnnn:_ 



Address 
Gjti 



Cinintr>'. 



Sienii[iirc_ 



JDi. 



StiUf 



np 



.Phone. 



.Exp-, 
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Semi aidm m: .SoftKey PuhlLshint; PO Box tlOS16-T Tacoiiia. WA 98411 (206) 474-5750 
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Mag Disk Both 

S*.75 59.95 SI2.9S 

□ □ □ 

□ □ □ 

□ □ □ 

ana 

□ o ■□ 
u a a 
a a a 
a a a 
a a a 
a i_i LI 
a a a 

d L3 LJ 

a a a 

□ a a 

□ □ □ 
n n a 




Whoi i& mtUfUj (Uik? A library' ilisk is ;) ijiskiitte Hi;il L^ontrtin!, programs tbat would iwimaliy 
huvt; K) be entert'd by the user. Uttcuinenlation lor each library' disk can be found jn the t'orrcspondtng 
issue. Library disks are available for all issues of COMPUTIST I thru 44. 



Bocfe Issues ttrul LiGmry Disft. Rates 



Back Issues; LIS. Canada and Mexico S4.7S each. All other ForeiKii $8.75 each. 
Librar.v Disks: US. Canada. .Vlexico -S9.95 eacii. Ail otfier Foreign -$11.94 each. 

"Both" disk and tiiagaziite specie] COMBO offer: 

US, Canada &. Mexico -$12.95 each combination, other Foreign -$18.95 each combination. 



CiMrtpteie yciut C(i£Wiwt! 



□ □ a 
□' a a 

□ □ 

□ □ 

a a a 

a a a 

LH □ □ 

czt □ a 

□ □ □ 



a 
a 
a 



C O RE 3 GamSi -. C«nslract i ttg You r O* n J oyst ick • Compi l ing Games • C^MC ^CWOW.- 0\'c r M o nhf IjIcsUind best • Pid 
OI'TliL' Pai't: AH-tiinc TOP 21} games • Dosiniciivc Fortes • EAMON • GraphiesMagieMind GraFORTH * Dragon Dungeon ' ., 

CORK 2 HU&iei: Dynaniir Mm • High Re*: Sctoll Iteiro • GOTO Label; Replsw • Line hn4 * Uiick Copy; Ciw • . 

CORE 1 Gld^ftuCJ; Meiimr; Map » T^M Graphics; Marquee • Btwes • Jagged Scroller • Ltw Res; Ctilor Cltiiraeier Cbn • 

Hijli Rcs: Screen Cruncher • The UFO Faeior; • Color • VeeiorCrupliici: Shimmering Shapes • A Shape Tobic Mini-Editor ■ Btek Cruphics; 
Arniite QiNiiiit (jniphics (iir BASIL PnsniriTKrs • AnintaliUF! • _ _ .,„ 

Hardcore Computing 3 HypcrDOS creator • Um Helb • Sj-p)iyr Vffis* VKiiir CJraphies • feviiat dfli Copwo, • 

Eooi Code Traeinf • Sol'tkey lOE • Interview with 'Mik'- Marttula » '. 



Core 1 

Core 3 

Computing 3 . . . 

Best of Hardcore Computing . 



□ 
□ 

a 

n 
□ 
□ 



u 
□ 
□ 
□ 
□ u 



Core Special $10,00. . 

(All ihi'ee CORF magftsiriesj 



Soitie disks apply Iq mors Itiart one jssue and are shown 
31 taller bi^>[«$. Sj:>3c:kal "Solh" di$C< & rn^g^nn^ 
fififfihinfitrnn nrderg ^pply toong iisSiiS and ilsRorf^pon^Jng 
disk. 

Wq havFf a Umire^ awppiy cJ. thH^ issues 
^ Bs.ck i5$u& la no longer avaiEabre 



Please send the h^^k i<i£UE?K and Eibrsiry dkkfb indicated. 



Njiiit _ 



1D#_ 



L'liv 
Counlry . 



Si"naLiirc. 



Stale- 



Zip 



Phime 



Eq)., 



COMPUTIST 
PO Box 110846-7 
lacoma. V\A 98411 

(206) 474-5750 

US I'undK druwr iin tJS hutikK 
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Most orders arc shipped within 5 working days. Iiowcvcr please allow up to 4 weeks delivery I'or 
MiiiiL- t)ti.lt;rA Mij.st iiiili;r\ vlMp[«:iJ l.;MS. sdplijisL' UsejilrEEl ilddresS. OlicrguiJd whilo Mipfily lasts 
in Wa^i^ing[0[l .st.itc. ijiki 7.H^/ .^yll;^ tiis. 



Got a problem? 

yctt am'l tirtd C0W1PUT9ST tn wm ccLnijjiitei-ftcifuiUwc ato^? 

or course voii tan'L. Thai's because COMPUTIST is an UNDERGROUND computer-usier'.s magazint. 



Time to Renew? check your mailing label to sec if you 

ni't^Ll to rrnew' ytinr subscriptitiri. 

Moving? I r you're moving, let u,s knttw ai lea.si 30 day.s in 

advance. Is.suc^; missfd due to iiOn-reccipt ol' Cbiin^c nf Address 

may be acquired at the regular buci< issue rates. KtMEMBtR. 
tlic Post Office docs NOT forward third cla,s<; mail unless 
rcqucited. COMPUTIST is nut responsible for replacing issues 

lost while forwarding order i.s in effect. 

Combo iSubS>>> Youcunupgrttdcyoui curieiil sub.sLriptioti 

to a magazine-disk eombitiation by sending S5.50 (S6.50 

Ft^i'eignj per each retm.'ilning is.stie. 

LIse Ihis oider foini to begin oi- renew your subcriplion. 



fo. / want ail amma! siib^cnption tfi COMPUTIST. 

1 iirn... □ A new Sub.scriher. 

□ Renewing my euri'cnl .subscrtprion 

L_l Changing in> addtes^ (I include lalesL labell. 

L< LIS — $32 

n L'S-Cunadii-PvIcxiei) First Class — $45 

Li US-Canada-r^cxiL't> First Class disk-irvit^a/ine Coint>o 

M All iitlicr t-'iPicigii — %7f- 

Ti All oilier Foiciyn disk-fua^a/inc C?otiit70 — S14IJ 



SKX) 



Nil nic 

AddiHjsNL 

City . 

Coi.intry 



.IDjf. 



State 



Zip 



Phone 



. Exp... 
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Signature 

L'Js fti/iih .//vjujp itti VS hiitfki, Plea.se ulln\*. 4 ny a kVeL^kil'or sutjsefipiion to tie!;iii. 

Send orders to: COMPLTIST PO Box 110846-T Taeania, WA <*84f I 



Bock Oftaocd 



Sojikeys • Mouse Cale • Sands of Egypt 
• Number rami • Agem U.S.A. • Wavy Navy • 
Kindcrcomp • Fii^hi Simulator Update • Raid over 
Moscow • Crime Stopper • Key Perfect 5. • The Final 
Conflict * Miss Mnuse * Snoggle * Features • Write 
Protectitig the Microsoft RAM Card • Keys to Success 
on the h'ranklin Ace • Modiiitid F8 ROMs on the Apple 
//.' • CVirf • Owner's Review of the Copy Master U 



Sojikeys • Arcade Boot Camp • Goonies 

• Zom) • Coveted Mirror • Crimson Crown • 
Compubrtdge • Fleet System 3 • Microwave • Escape 

• Catalyst J .0 • Number Farm ■ Alphabet Circus • Joe 
Theistnan's pro Football • Black Cauldron • 
Tntemational Gran Prix * Features * Making DOSIess 
Utilities • Pixit Printer Driven • Core • Review of Z- 
RAM Memorj' Expansion Board • Reading the Joystick 



Sofik^ys • Graphics Expander • 
Infomiiition Master • Certificate Maker • Elite • 
Catalyst 2.0 and 3,0 • Murder On The Mississippi • 
Temple Of Apshai Trilogy ■ Troll Aaiiociat^s programs 

• S[)i!ll II • Regatta • Cden Training programs * Think 
Fast • Reunites • How to W rite-Protect your Slot Zero 

• Capturing Locksmith 6.0 Fast Copy • Revisiting DOS 
to ProDOS and Back • Core • Computer Eyes / 2: a 
Review ■ APTs • Sword of Kidash & Rescue Raidets 

• Ultimaker IV 



Sofikeys ' Light Simulator • Readers' 
Uriflkeyi • Beacli-Head • Monty Plays Scfabble • Bactei 

• Winnie the Puoh • Infoconi Slufl, Kabul Spy, Pnsuner 
1] • Wizardiy I & 2 • Lucifer's Realm • The PFS Series 

• Doilats and Sense • Strip Poker » Coveted Mirror • 
Wizard's Crown • The Swordthrasi Series • Axis 
Assassin • Manuscript Manager • The Crown of Arthaiu 

• Address Book • Decittials 3.0 • Drdgonfire • Featuns 

• Auto Dud Editor • Wizard's Crown Editor * Que.stron 
Mapper * Cum * The Games of 1986 in Review • 
Advemure lips » Ultima IV .„.,,„.. 

^1 1 !to#teyv* The Period ic Tabic •Gcmitone 
Warrior • Inferno • Frogger * Readers ' Sojikeys • Story 
Maker • Adventure Writer • Mwiuny's Curse • Zaxxon 

• The Quest • Pitfall II • H.G.R.O. • Femurei • A Two- 
Drive PMch /or Winter Gaines * Cmtomizing the Speed 
of a Dnodisk • Roll the Presses Part Two: Prinlshop 
Printer Drivers • Tti« Games oF 19S6 



Sijfikey^ * Adventure Writer • Mychess 
n • Raster Blasler • ReadfTS ' Softkeys * Crunston Manor 

• Ghostbustcrs • Designer's Pciieil • E-Z Learner • The 
American Challenge • Crime Wave • Encyclopedia 
Britannica Programs • Features • Taking the Wii out 
of Wizardry • Adding a Printer Card Driver to 
Newsnaom • Core • The Games of I9S6 



Svflktys • MIDI'S Plus • Homewuid v2. 1 

• BOTTOwetl Time • Amazon • Speed Reiider || • 
Readtra ' Sojikeys • Dtseovery! ■ M-ss-ng L-nks scries 

• Donald Ducks's Playground • Mastering die SAT • 
Copy ][P!us4.4C' Master of the Lamps 'One on One 

• Bndge Baron • A.E. • Great AmericM Cross-Country 
Road Race * Computer Preparation for die SAT • Castle 
Wolfcnstein • Luscher Profile • Skj-fbn • Silent Service 

• Echo Plus • Swashbuckler • Randaniii • Feitmres * 
Electronic Disk Drive Swapper • Abusing the Epilogues 

• Print Shop Compatuon's Driver Game * Core * 
Keyboard Repair • Fixing the Applesoft Sample Disk 

• Hims • Carmen Sandiego 



Sojikeys • Cyclod • Alternate Realty * 
Boulder Dash 1 & H • Hard Hat Mack (Revisited) • The 
Other Side • Readers' Sojikeys • F-15 Strike Fjgle • 
Championship Lode Runner ■ Gato V 1..1 • I, Damiaiiu 
« Wilderness • Golf's Besl • fealures ' The 
Enhanced/Unenhanced Ik • Looking into Flight 
Simulator's DOS * Cere • Appavarcx • Installing a 
RAM disk into DOS 3,3 



Sojikgys ' Under File * Pega.sus][ • Take 
1 (revisited) • Flight Simulator D vLOS (pan 2) • 
Readers' Sojikeys • Magir; Slate • Alter Ego • 
Rendezvous ■ (Juicken * Story Tree • Assembly 
Language Tutor • Avaloii Hdl games • Daik Crystal 

• features * Playing Karateka on a /'c • Traek Finder 

• Sylk to Dif • Ciire • Breaking In: tips for beginners 

• Copy ][ Plus 6.0; a review • The DOS Alterer,... 



Sc#eyj • Flight Simulator II v 1.05 • 
AutoDuel ' Readers' Sojikeys * Critical Reading • 
Troll's Tale • Robot War • Oeneial Manager- • 
Plasmania • TeLmum Software • Kidwritervl .0 • Color 
Me • Features * ScreenWriter meets Flashcard • The 
Bus Monitor • Mousepaim for non-Apples • Core • The 
Bard's Dre,«sing Room ' AdvMsceJ Playing Techniques 
* Championship Lode Runner »i.„;i,i„ 



Sojikeys • Hi-res Cribbage • Olympic 
Decathlon • Revisiting F-15 Strike Eagle • Masquerade 
• The Hobbit • Readers ' Sojikeys • Pooyan • The Perfect 
Score ■ Alice in Wonderland • The Money Manager ■ 
Good Thinking • Rescue Raiders • Feature • Putting 
a New F8 on 'ifour Language Card • Core ' Exploring 
ProDOS by iristaltng a CPS Clock Driver.... 



Sojikeys ' Crisis Mountain • Tcrripin Logo 

• Apple Logo U • Fishies 1 .0 • SpellWorks • Gumball 

• Readers' Sojikeys • Rescue al Rigel • Crazey Mazey 

• Conan ■ Feny Mason: The Case of the Mandarin 
Murder * Koronis Rift • Failure • More ROM finnniTij; 

• Care • Intbcom Revealed 



St^ksys • Word Juggler • Thik! Tonk! 
* Sundog v2.0 • G.I. Ine A. Lucas Film's Eidolon • 
Summer Games 11 • Thief • Inilanl Pascal • World's 
Greatest Football Game • Readers' Sojikeys • Graphic 
Adventure #1 • .Sensible Grammar h Extended 
Bookcnds • Chipwits • Hardball • King's Quest n • The 
World's Greatest Baseball Came • Feature ' How to 
be the Sound Master « Core • The Mapping of Ultima fV' 



Sojikeys • Revisiting Music Constmetion 
Set • Cubit • Baudvilic Software • Hartley Software • 
Bridge • Early Games for Young Children • Tawala's 
Last Redoubt • Readers' Sojikeys • Prim Shop 
Companion • Kracking "Vol II • Moebius * Mouse 

Budget, Mouse Word ^ Mouse Desk * Adventure 
Coiistraclioii Sel * Fealure * Using DaUt Disks Witli 
Micruzmes • Core • Super lOB vl 5 a Reprint 

— ^ ^L Sojikeys • Trivia Fever • The Original 

Boston Computer Diet • Lifesaver • Synergistic 

Soitware ■ Blazing Paddles * Zarrlax * Readers ' Sojikeyw 

* Tiine Ziiiie • Tycoon • F.artliiy Delights * Jingle Disk 

* Crystal Caverns • Karate Champ • Feature * A Little 
Help With The Bard's Tale • Core • Black Box • 
Unrestricted Ampersand 



Sojikeys ' Millionaire ■ SSI's RDGS • 

Fantaviiiioii • Spy vs. Spy * Dragon'jvorld * Readers ' 
Sojikeys • King's Quest • Mastering the SAT • Eas-y 
as ABC • Space Shuttle • The Factory • Visidcx LIE 
• Sherlock Holmes • The Bards Tale ' F^fliiire • 
Increasing Your Disk Capacity • Core • Ultimaker IV. 
an Ultima IV Character Editor 



Sojilceys • Threshold • Checkers v3.l • 
Microtype • Gen. & Organic Chemistry Series • Uptown 
Trivia • Murder by the Dozen • Readers ' Sojikeys ' 
Windham's Classics • Batter Up ' Evelyn Wood's 
Dynamic Reader ' Jenny of the Prairie • Learn About 
Sound*^ iiE Reading ■ Winter Gaines ■ Feature • 
Customizing the Monitor by Adding 65CD2 Disassembly 
• Core • The Animator 



Sojikeys • Ultima [V • Robot Odyssey • 
Rendezvous ' Word Attack & Classmate • Three from 
Mindfa:a[ie • Alphabelie Keybuttnliiig • Haclser • Disk 
Director • Lode Runner * MIDI/4 • Readers ' Sojikeys 
• Algebra Series • Time is Money • Pitstop H • 
ApventuxE to Adantis • Feature * Capturing the Hidden 
Archon Editor • Core • Fingerprint Plus; A Review • 
Beneath Beyond Castle WoTfenstsin (part 2)....,...... 



Sojikeys • Microiines 1-5 ' MicroEtnes 
7-9 I Microiines (alternate method) * Phi Beta Filer • 
Sword of Kadash • Readers ' Sofikeys • Another Miner 
2049ei * Learning Widr Fuzzywomp • Bookends * 
Apple Logo 11 • Murder on Ihe Zindemeiif • Feuttires 
• Daleks: Exploring Artificial Intelligence • Making 32K 
or 1 6K Slave Disks • Care • The Games of 1985; pan II 



Sofiksys • Cannonball Blitz • Instant Recall 

• Oe.ssicr Sfiaiiisli Software • More Strekybears * 
Renders Sojtkeys • Financial Cookbook • Super Zaxxon 

• Wizardry • Preschml Fun • Holy Grail • Inca • I28K 
Zaxxon • Feaiitrt • PtoEdit • Core • Games of 1985 
pan 1 



SojtiKys • DB Master 4.2 • Business 
Writer * Barron's Computer SAT • Take 1 • Bank Street 

Speller • Where In The World Is Carmen Sandiego * 
Bank Street Writer 128K • Word Challenge • Readers ' 
Sojikeys • Spy's DcmL'c • Muid Prober • BC*s Quest 
For Tires • Early (james • Homewoid Speller • Feature 
• Adrling IF THRN RISE To Apiilesoll • Core • DOS 
To ProDOS And Back 



Sojikeys ' Electronic Arcs software • 
Grolicr software • Xyphus* F-15 Strike Eagle* Injured 
Engine • Readers' Scjik£ys 'Mr. Robot And His Robol 
Factory • Applecilliti II • Alphabet 7ji>ii • Fatlioiua 40 
* Story Maker • Early Games Matehnuiker • Robots 
or Dawn • Feattire * Essential Data Duplicator copy 
psrraa • Core • Dirca Sector .Access From DOS.... 



Sojiki^ys • Choplifier ■ Mufpliit • Rashcalo 

* Karjleka * Newsroom • E-Z Draw * Rca/lers' Sa^keys 

* Ottto • Dino Eggs • Pinball Construction Set • TAC 

* The Print Siiop: Graphics Library • Death In The 
Caribbean • Features • Using A.H.D. To Softkey Mars 
Cars ' How To Be The Writemaster • Core ' Wheel 
Of Money 



Sojikeys ' Miner 2049er • Lode Runner 
• A2-PB1 Pinball • Readers' Sojtkeys • The Heist • Old 
Ironsides • Grandma's House • In Search of the Most 
Amazing Thing • Morloc's Tower* Marauder • Sargon 
IE • Features • Customi2ed Drive Speed Control • 
Super lOB version 1..S • Cure ■ Tire Macro System. 



Sojikeys ' Sargon III • Wizardry: Proving 
Grounds of the Mad Overlord and Knight of Diamonds 

• Reader ' Sojikeys * The Repon Card V 1 . 1 • Kid writer 

• Feature • Apple ][ Boot ROM Disassembly • Core 

• The Graphic Grabber vS.O • Copy n + 5.0: A Review 

• The Know-Drive: A Hardware Evaluation • An 
Improved BASIC/Binary Combo 
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Readers' Sofikeys • Rendezvous With 
Rama * Peachtree's Back To Basics Accounting Sy.stem 

• HSD Statistics Series • Arifhmetickle • Arithmekicks 
and Earlv Games tor C!hddren • Features • Double Your 
ROM Space • Towards a Better FS ROM * The Nibbler: 

A Utility Program to Examine Raw Nibbles From Disk 
■ Core • The Games of 1984: In Review- pan U 

1 ^5 Sofikeys ' Sensible Speller for ProOaS 

• Sideways * Readers ' Sojtkeys * Resirue Raiders * 
Shedu • Basic Budding Blocks * Atlsci Programs • 
Crossfire • Femtire • Secret Weapon: RAMcard • Core 

• The Controller Writer • A Fix For The Beyond Casde 
Wolfenstein Softkey • The Lone Catalog Arranger 
Part 1 



^L Sofikeys * Data Repotter • Mulliplan • Zork 

• Features • FARMS tor Copy II Plus • No More Bugs 

• .\PT's for Choplifier & Cannonball Bile • 'Copycard' 
Reviews • Replay » Crackshoi • Snapshot • Wildcard 



i. 



How about ALL of our Super lOB controllers, 
(through 1986) in ONE package! 



COMPUTIST developed the ultimate copy program to 
remove copy protection from software: 

The Super lOB program. 

Since the introduction of Super tOB, COMPUTIST has used 
tfits flexible program to deprotect (or partially deprotect) 
dozens of commercial programs witfi far ranging protection 
schemes. 

Super lOB deprotects disks by using a modified RWTS (the 
subroutine in DOS which is responsible for the reading and 
writing of disk sectors) for reading from the protected disk and 
then using a normal RWTS for writing to the deprotected disk. 

This package contains: 

^ TWO D!SKS (supplied in DOS 3.3). Each disk contains at least 
60 Super lOB Controllers including the standard, swap, newswap 
and fast controllers. Also included is version 1 .5 of Super JOB, the 
Csaver program from COMPUTIST No. 13, and a Menu Hello 
Program that lists the available controllers and. when you select one, 
automatically installs it in Super lOB and RUNs the resulting 
program.* 

*- A reprint of Disk Inspection and the tJse of Super lOB, from 
COMPUTIST No. 17. This article explains how to write your own 
Super lOB controllers. 

►■ COMPUTIST No. 32, which contains an extensive article detailing 
the hows and whys of Super lOB v1 .5 and at least 5 articles using 
the new Super lOB program. 

• Several of the controllers deprotect the software completely with 
no further steps. This means that some programs are only minutes 
away from deprotection (with virtually no typing). 

• The issue of COMPUTIST in which eacli controller appeared 
is indicated in case further steps are required to deprotect a particular 
program.** 



The SUPER lOB Collection 

Volume 1 D( ihs Super 106 collection covers all the corlrollers troin 
COKflPUTIST Nu 9 IhiDLigti No. 2B. Also included are the newswap and 
fast controllers from COMPUTIST No. 32, The lollowing HO controllers are 
on volume 1 ; 

Advanced Blackjack, Alphabet Zoo, Arcade Machlrte, Archon II, 

Arclion, Artsci Software, Bank Street Writer, Barrona SAT. Ssyord 

CsstiB Wnlffinstfiin, BSW Itc Loader, Castle Wolfsnstein. Computer 

Preparation SAT, Dn^zls Draw, DB Master 4 Plus. Death in the 

Carribean. DIro Eggs, l>Ll¥l Sollware, Electronic Arts, F-15 Strike 

Eagle, Fast Controller, Fatt)oms 40, Financial Ctmktiook. Qessler 

Software, Grandma's House, The Heist. In Search o( the Most 

Amazing Thing, Instant Recall. Kldwrlter, Lions Share. Lode 

Runner, Mastertype. Match Maker, Miner 2049er, MInIt fiflan. 

Mutpiot. Newsroom, Newswap controller. Penguin Software. Print 

Shop Graphic Ubrary, Print Shop, Rendezvous with Rama. Rockys' 

Boots. Sargon III, Sea Dragon, Shiela, Skyfox, Snooper Troops, 

Standard controller. Stoneware Software, Summer Games, Super 

Controller, Super Zaxxon. Swap Controller, TAC, Ultima I II. Word 

Challenge, Xyphus, Zaxxon 

Volume 2 of the super lOB oollBclion covers ail Ihe controllers from 
COMPUTIST No. Z7 through No. 33, Thu following 66 controllers are on 
volume z: 

Alice ill woraJefland. Alphabetic Keyboarding, Alternate Reality, 

AutoduBl, Checkers, Chipwits, Color Me. Conan.data, Conan.prog, 

Copy DOS, Crisis Mountain, Disk Director. Dragonworld, Early 

Games, Easy as ABC, Ft 5 Strike Eagle. Fantavision, Fast 

controller, Fishies. Flight Simulator, Halley Project, Hartley Software 

(a). Hartley Software (b), Jenny of the Prarie, Jingle Disk, Kidwriter, 

Kracking Vol II. Lode Runner, LOGO II (a), LOGO II (b), 
liflasquerade, Mastering the SAT, t^icrotype: The Wonderful World 
of Paws, Microzines 1 , Microzines £-5, Miner £049er, Mist & View 

to a Kill. Murder on the Zinderneut, Music Conetruction Set, 

Newswap controller, Olympic Ducathioii, Olher Side, Phi Beta Filer, 

PItstop II, Print Shop Companion, RDOS, Robot War, Spy vs Spy, 

Standard controller, Sundog V2, Swap controller. Sword ol Kadash. 

Synergistic Software. Tawala's lasi Redoubt, Terripln Logo, 

Threshold. Time is Money, Time Zone, Tink! Tonk!. Troll's Tale, 

Ultima iV, Wilderness, Word Attack & Classmate. World's Greateat 

Basebali. World's Greatest Football 



n Yes, please send me The Super lOB Collection 

Includes both disks with Super lOB version 1,5, 
COMPUTIST#32, PLUS a reprint of ^'Disk Inspection and 
the Use of Super lOB". 

D US/Canada/Mexico for $16 00 
D Other Foreign for $20.00 

SenJ to: Super lOB Collection 

PO Box n0846-T 
Tacoma, WA 98411 

(206) 474-57S0 

^Requires at least fi4K of memory. 

**.AJltiuugh some controllers will completely deprotect the program 

they were designed lur, some will lujt, ^nrl I he re fore require their 

corresponding issue of CUMPUTISI' to complete the deprotection 

procedure. 



Name . 



Address 
City 



Country 
Signature 



State 



Zip 



Phone 



Exp.. 



CP4fi 



Most orders are shipped within 5 working days, however, plea.sc allow 
4 to 6 weeks for delivery. Wasliington residents, pt¥i«e add 7.f!% sale.s tax. 

US ftinils (frawn on US banks 



